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INTRODUCTION 


Darklords of Ravenloft is a supplement to Wizard of 
the Coast’s Van Richten’s Guide to Ravenloft (hereafter 
“Van Richten’s”). Despite describing Ravenloft’s many 
Domains of Dread in lurid detail, Van Richten’s does 
not provide statistics for each Darklord—the master 
and/or prisoner each Domain of Dread was created 
to torment. Rather, the tome likens each Darklord to 
an existing NPC's statistics (i.e., “Strahd von Zarovich 
isa vampire”). Darklords of Ravenloft is designed 
to provide personalized and terrifying statistics for 
each of these Darklords, from the meekest to the 
most dangerous. 

Moreover, Darklords of Ravenloft provides multiple 
statistics for each Darklord, allowing you to craft 
an adventure featured in their domain at lower or 
higher tiers of play. For example, the infamous Count 
Strahd von Zarovich, antagonist of Curse of Strahd, is 
at the upper limit of a Tier II villain—a challenge for 
adventurers below 9th-level. The supplement includes 
versions of Strahd for Tiers III and IV to better 
challenge higher- level adventurers. This standard has 
been set throughout theis supplement, allowing you 
to choose the version of a Darklord best suited for 
your campaign. 


DEsIGN PHILOSOPHY 


Believe it or not, a lot of thought went into this 
product. This supplement—and its many statistics—is 
governed by the following principles: 

Legendary Figures. Every Darklord is, at a minimum, 
deserving of the Legendary Resistance feature—for the 


Dark Powers will not so easily let go of their playthings. 


Even the meeker Darklords, such as the fragile Viktra 
Mordenheim, manage to shrug off blows and survive 
spells. Starting in Tier II, all Darklords also enjoy 
Legendary Actions. All Darklords have access to Lair 
Actions—except poor Hazlik, tormented by the Dark 
Powers—as befitting a Domain master. 


Abstract Hit Points. Hit points are already an abstract 
means to measure health, stamina, and one’s proximity 
to death. This supplement embraces this versatility. 
Even meeker Darklords enjoy a greater number of hit 
points than their base counterparts. A blow might be 
compromised or blunted by the Dark Powers; it might 
even miss entirely, but drain the Darklord’s stamina (if 
not the Dark Powers’ patience). 

Not All Darklords Are Equal. Obeying lore, logic, and 
realism, many of the Darklords have a ceiling of power. 
Try as she might, Viktra Mordenheim, a mere scientist, 
can never compare to the mummy lord Ankhtepot 
or the vampire Strahd von Zarovich. Although the 
supplement provides multiple versions of every 
Darklord, some reach a maximum challenge rating 
earlier than others. Some, like Strahd, have a higher 
minimum challenge rating. 


SPELLS IN THIS SUPPLEMENT 


Many of the statistics in this supplement utilize spells 
published in Xanathar’s Guide to Everything (“XGE”) and 
Tasha’s Crucible of Everything (“TCE”). These spells can 
be found in the “Spellcasting” features of an individual’s 
statistics. “PHB” refers to the Player’s Handbook, where an 
alternative spell can be found. 


a... 4 
NOTES 

e With the disappearance of Azalin Rex, Darkon is without 
a Darklord. 

e Except in special circumstances, the number of Legendary 
Resistance uses a Darklord gets is determined by their tier: one 
per day at Tier I, two per day at Tier Il, and three per day for 
Tiers Ill and IV. 

e Some Darklords’ lair actions break the mold for fifth edition’s 
design—namely the nonmagical Darklords like Vladeska 
Drakov, whose army counts as her lair. 

e A Darklord can easily amass magic items, given their station. 
However, to avoid bloating statistics, the Darklords were 
written without magic items (except for when items were 
specifically mentioned in Van Richten’s, per Harkon Lukas 
and Hazlik). 


DARKLORDS BY DOMAIN 


Domain Darklord(s) Original Statistics 
Barovia Strahd von Zarovich Vampire 
Bleutspur The God-Brain N/A 
Borca Ivana Boritsi & Ivan Dilisnya Spy & Noble 
The Carnival Isolde Isolde 
Dementlieu Saidra d’Honaire Wraith 
Falkovnia Vladeska Drakov Knight 
Har’Akir = Ankhtepot Mummy Lord 
Hazlan Hazlik Archmage 
PCath Tsien Chiang Mage 
Kalakeri Ramya Vasavadan Death Knight 
Kartakass  Harkon Lukas Loup Garou* 
Lamordia Viktra Mordenheim Spy 
Mordent Wilfred Godefroy Ghost 
Richemulot Jacqueline Renier Wererat 
Tepest Mother Lorinda Green Hag 
Valachan = Chakuna Weretiger 


* See Chapter 5 of Van Richten’s Guide to Ravenloft 


DARKLORDS BY TIER AND CR 


Darklord Tier | Tier Il Tier lll Tier IV 
Ankhtepot = 8 15 21 
Chakuna 4 Tt 14 19 


The God-Brain — — 21 30 
Harkon Lukas — 8 15 


21 

Hazlik = = 15 
Isolde — 6 9 
Ivana Boritsi 4 y 10 
Ivan Dilisnya 3 6 = 
Jacqueline Renier 4 6 — 
Mother Lorinda — 6 14 
Ramya Vasavadan — 12 
Saidra d’Honaire 5 8 — 
Strahd von Zarovich — 15 20 
Tsien Chiang = 7 13 
Viktra Modenheim 3 5 — 
Vladeska Drakov 4 7 — 
Wilfred Godefroy 5 8 = 

@ 
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ANKHTEPOT 


NKHTEPOT IS THE DEATHLESS TYRANT OF 
Har’Akir, a blistering desert baked by 
an unforgiving sun. Ankhtepot has 
statistics similar to a mummy lord, but 
with greater strength and abilities. 


Tier II. Ankhtepot is unique in that he can be 
downgraded into weaker statistics without harming 
his narrative power in the campaign or the setting 
of Har’Akir. If you wish to run a Tier II adventure 
in Har’Akir, where the adventurers stand a fighting 
chance against Ankhtepot, use these statistics, which 
are somewhere between a mummy and a mummy 
lord. However, doing so requires that you reduce 
the Children of Ankhtepot to mummies to maintain 
the intended challenge. If the Darklord or the 
Children are slain, they still regenerate 24 hours later, 
armed with knowledge and burning hatred of their 
newfound enemy. 

Lair Actions. Ankhtepot quietly rules from the City 
of the Dead, which counts as his lair. Adventurers in 
search of his missing ka will seldom experiencecontend 
with his lair actions, but those that take the fight to 


Har’Akir’s deathless tyrant will definitely feel his wrath. 


ai aama Io MM 
DESIGN PHILOSOPHY 
As a mummy lord and priest, Ankhtepot commands the powers 
of both life and death. When designing his statistics, the 
following was considered: 

e As a priest, Ankhtepot studied Celestial, the language of the 
gods. His verbal components are spoken in that language. 

e Ankhtepot commands great magic, but is still a fragile (and 
flammable) corpse wrapped in linens. Although he is a worthy 
Tier III (and Tier IV) villain, he must still defend himself with 
sturdy defenses and minions. 

e Ankhtepot’s Reclaim Essence legendary action is meant to 
represent his disregard and resentment for his minions. There 
is no price too costly for the Darklord; even the infamous 
Children of Ankhtepot, whom he elevated to false godhood, are 
little more than tools for him to discard. 

e Ankhtepot’s Aura of Desecration further incentivizes him 
to keep minions at hand, especially as shields that stand 
between him and his enemies. Remember that a creature gains 
half-cover when another creature is interposed between the 
attacker and the target! 


ANKHTEPOT (tier 1) 


Medium undead, lawful evil 


Armor Class 13 (natural armor) 
Hit Points 75 (10d8 + 30) 
Speed 20 ft. 


STR DEX CON INT WIS CHA 
18 (+4) 10(+0) 17 (+3) 15 (+2) 16 (+3) 14 (42) 


Saving Throws Con +6, Int +5, Wis +6, Cha +5 

Skills Deception +5, History +5, Intimidation +5, Religion +5 

Damage Vulnerabilities fire 

Damage Immunities necrotic, poison; bludgeoning, piercing, 
and slashing from nonmagical attacks 

Condition Immunities charmed, exhaustion, frightened, 
paralyzed, poisoned 

Senses darkvision 60 ft., passive Perception 13 

Languages Celestial, Common 

Challenge 8 (3,900 XP) or 9 (5,000 XP) when encountered in lair 

Proficiency Bonus +3 


Aura of Desecration. While conscious, Ankhtepot grants a +1 
bonus to the AC and saving throws of all allied undead within 30 
feet of him. 


Dark Influence. Ankhtepot’s AC includes his Charisma modifier. 


Legendary Resistance (2/Day). If Ankhtepot fails a saving 
throw, he can choose to succeed instead. 


Magic Resistance. Ankhtepot has advantage on saving throws 
against spells and other magical effects. 


Rejuvenation. If destroyed, Ankhtepot gains a new body 

in 24 hours if his heart is intact. He regains all his hit points 
and becomes active again. The new body appears within his 
sarcophagus in Pharoah’s Rest. 


Spellcasting. Ankhtepot is a 9th-level spellcaster. His 
spellcasting ability is Wisdom (spell save DC 14, +6 to hit with 
spell attacks). He has the following spells prepared: 


Cantrips (at will): sacred flame, thaumaturgy, toll the deadXGE 

1st level (4 slots): bane, command, guiding bolt, inflict wounds 

2nd level (3 slots): blindness/deafness, hold person, spiritual weapon 
3rd level (3 slots): animate dead, bestow curse 

4th level (3 slots): banishment, divination 

5th level (1 slot): contagion, insect plague 


Turn Immunity. Ankhtepot is immune to effects that turn undead. 


ACTIONS 


Multiattack. Ankhtepot can use his Dreadful Glare and make 
one attack with his rotting fist. 


Rotting Fist. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
target. Hit: 14 (3d6 + 4) bludgeoning damage plus 10 (3d6) 
necrotic damage. If the target is a creature, it must succeed on 
a DC 14 Constitution saving throw or be cursed with mummy 
rot. The cursed target can’t regain hit points, and its hit point 
maximum decreases by 10 (3d6) for every 24 hours that elapse. 
If the curse reduces the target’s hit point maximum to 0, the 
target dies, and its body turns to dust. The curse lasts until 
removed by the remove curse spell or other magic. 


Dreadful Glare. Ankhtepot targets one creature it can see 
within 60 feet of it. If the target can see Ankhtepot, it must 
succeed on a DC 14 Wisdom saving throw against this magic or 
become frightened until the end of Ankhtepot’s next turn. If the 
target fails the saving throw by 5 or more, it is also paralyzed for 
the same duration. A target that succeeds on the saving throw is 
immune to the Dreadful Glare of all mummies and mummy lords 
for the next 24 hours. 


LEGENDARY ACTIONS 


Ankhtepot can take 3 legendary actions, choosing from the 
options below. Only one legendary action can be used at a time 
and only at the end of another creature’s turn. Ankhtepot regains 
spent legendary actions at the start of his turn. 


Attack. Ankhtepot makes one attack with his rotting fist or uses 
his Dreadful Glare. 


Blinding Dust. Blinding dust and sand swirls magically around 
Ankhtepot. Each creature within 5 feet of Ankhtepot must 
succeed on a DC 14 Constitution saving throw or be blinded until 
the end of the creature’s next turn. 


Blasphemous Word (Costs 2 Actions). Ankhtepot utters a 
blasphemous word. Each non-undead creature within 10 feet of 
Ankhtepot that can hear the magical utterance must succeed on 
a DC 14 Constitution saving throw or be stunned until the end of 
Ankhtepot’s next turn. 


Channel Negative Energy (Costs 2 Actions). Ankhtepot 
magically unleashes negative energy. Creatures within 60 feet of 
Ankhtepot, including ones behind barriers and around corners, 
can’t regain hit points until the end of Ankhtepot’s next turn. 


Whirlwind of Sand (Costs 2 Actions). Ankhtepot magically 
transforms into a whirlwind of sand, moves up to 60 feet, and 
reverts to his normal form. While in whirlwind form, Ankhtepot 
is immune to all damage, and he can’t be grappled, petrified, 
knocked prone, restrained, or stunned. Equipment worn or 
carried by Ankhtepot remains in its possession. 


Reclaim Essence. Ankhtepot targets one allied mummy or 
mummy lord within 60 feet of him that he can see. The target 

is instantly slain and Ankhtepot gains 10 temporary hit points if 
the target is a mummy or 10 hit points if the target is a mummy 
lord. He also regains expended spell slots: a 1st level spell slot if 
the target is a mummy, and a 5th-level spell slot if the target is 

a mummy lord. Until the start of his next turn, Ankhtepot has 
resistance to all damage but psychic and radiant damage. An 
unallied or unwilling mummy or mummy lord must succeed ona 
DC 16 Charisma saving throw to resist being slain by Ankhtepot. 


ANKHTEPOT (tier m) 


Medium undead, lawful evil 


Armor Class 17 (natural armor) 
Hit Points 120 (16d8 + 48) 
Speed 20 ft. 


STR DEX CON INT WIS CHA 
18 (+4) 10(+0) 17 (+3) 16 (+3) 18 (+4) 16 (43) 


Saving Throws Con +8, Int +8, Wis +9, Cha +8 

Skills Deception +8, History +8, Intimidation +8, Religion +8 

Damage Vulnerabilities fire 

Damage Immunities necrotic, poison; bludgeoning, piercing, 
and slashing from nonmagical attacks 

Condition Immunities charmed, exhaustion, frightened, 
paralyzed, poisoned 

Senses darkvision 60 ft., passive Perception 14 

Languages Celestial, Common 

Challenge 15 (13,000 XP), or 16 (15,000 XP) when encountered in lair 

Proficiency Bonus +5 


Aura of Desecration. While conscious, Ankhtepot grants a +1 
bonus to the AC and saving throws of allied undead within 30 
feet of him. 


Dark Influence. Ankhtepot gains a +2 bonus with attack 
rolls made against targets cursed by his bestow curse spell or 
mummy rot. 


Legendary Resistance (3/Day). If Ankhtepot fails a saving 
throw, he can choose to succeed instead. 


Magic Resistance. Ankhtepot has advantage on saving throws 
against spells and other magical effects. 


Rejuvenation. If destroyed, Ankhtepot gains a new body 

in 24 hours if his heart is intact. He regains all his hit points 
and becomes active again. The new body appears within his 
sarcophagus in Pharoah’s Rest. 


Sever Limb (1/Day). As a bonus action on his turn, Ankhtepot 
can magically sever one of his arms. An arm counts as Tiny 
undead, has 20 hit points and AC 15, has a flying speed of 30 
feet, and can hover. The arm acts on Ankhtepot’s initiative 

and can perform somatic components, grapple creatures, or 
use Ankhtepot’s Rotting Fist as if he were in the arm’s space. 

If the arm is destroyed, it becomes sand and regenerates on 
Ankhtepot’s body at the start of his next turn. Until the arm 
regenerates, he can’t use his Rotting Fist. 


Spellcasting. Ankhtepot is a 10th-level spellcaster. His 
spellcasting ability is Wisdom (spell save DC 17, +9 to hit with 
spell attacks). He has the following spells prepared: 


Cantrips (at will): sacred flame, thaumaturgy, toll the dead** 

1st level (4 slots): bane, command, guiding bolt, inflict wounds 
2nd level (3 slots): blindness/deafness, hold person, spiritual weapon 
3rd level (3 slots): animate dead, bestow curse 

4th level (3 slots): banishment, divination 

5th level (1 slot): contagion, insect plague 

6th level (1 slot): harm 


Turn Immunity. Ankhtepot is immune to effects that turn undead. 


ACTIONS 


Multiattack. Ankhtepot can use his Dreadful Glare and make 
one attack with his rotting fist. 


Rotting Fist. Melee Weapon Attack: +9 to hit, reach 5 ft., one 
target. Hit: 14 (3d6 + 4) bludgeoning damage plus 21 (6d6) 
necrotic damage. If the target is a creature, it must succeed on 
a DC 16 Constitution saving throw or be cursed with mummy 
rot. The cursed target can’t regain hit points, and its hit point 
maximum decreases by 10 (3d6) for every 24 hours that elapse. 
If the curse reduces the target’s hit point maximum to 0, the 
target dies, and its body turns to dust. The curse lasts until 
removed by the remove curse spell or other magic. 


Dreadful Glare. Ankhtepot targets up to two creatures he can 
see within 60 feet of him. If the target can see Ankhtepot, it must 
succeed on a DC 16 Wisdom saving throw against this magic or 
become frightened until the end of Ankhtepot’s next turn. If the 
target fails the saving throw by 5 or more, it is also paralyzed for 
the same duration. A target that succeeds on the saving throw is 
immune to the Dreadful Glare of all mummies and mummy lords 
for the next 24 hours. 


LEGENDARY ACTIONS 


Ankhtepot can take 3 legendary actions, choosing from the 
options below. Only one legendary action can be used at a time 
and only at the end of another creature’s turn. Ankhtepot regains 
spent legendary actions at the start of his turn. 


Attack, Ankhtepot makes one attack with his rotting fist or uses 
his Dreadful Glare. 


Blinding Dust. Blinding dust and sand swirls magically around 
Ankhtepot. Each creature within 5 feet of Ankhtepot must 
succeed on a DC 16 Constitution saving throw or be blinded until 
the end of the creature’s next turn. 


Blasphemous Word (Costs 2 Actions). Ankhtepot utters a 
blasphemous word. Each non-undead creature within 10 feet of 
Ankhtepot that can hear the magical utterance must succeed on 
a DC 16 Constitution saving throw or be stunned until the end of 
Ankhtepot’s next turn. 


Channel Negative Energy (Costs 2 Actions). Ankhtepot 
magically unleashes negative energy. Creatures within 60 feet of 
Ankhtepot, including ones behind barriers and around corners, 
can’t regain hit points until the end of Ankhtepot’s next turn. 


Whirlwind of Sand (Costs 2 Actions). Ankhtepot magically 
transforms into a whirlwind of sand, moves up to 60 feet, and 
reverts to his normal form. While in whirlwind form, Ankhtepot 
is immune to all damage, and he can’t be grappled, petrified, 
knocked prone, restrained, or stunned. Equipment worn or 
carried by Ankhtepot remains in its possession. 


Reclaim Essence. Ankhtepot targets one allied mummy or 
mummy lord within 60 feet of him that he can see. The target is 
instantly slain and Ankhtepot gains 30 temporary hit points if the 
target is a mummy or 30 hit points if the target is a mummy lord. 
He also regains expended spell slots: a 1st level spell slot if the 
target is a mummy, and any spell slot up to 5th-level if the target 
isa mummy lord. Until the start of his next turn, Ankhtepot has 
resistance to all damage but psychic and radiant damage. An 
unallied or unwilling mummy or mummy lord must succeed on a 
DC 16 Charisma saving throw to resist being slain by Ankhtepot. 


ANKHTEPOT (tier tv) 


Medium undead, lawful evil 


Armor Class 17 (natural armor) 
Hit Points 204 (24d8 +96) 


Speed 25 ft. 
STR DEX CON INT wis CHA 
18 (+4) 10(40) 19(+4) 16(+3) 20(+5) 22 (+6) 


Saving Throws Con +11, Int +10, Wis +12, Cha +13 

Skills Deception +13, History +10, Intimidation +13, Religion +10 

Damage Vulnerabilities fire 

Damage Immunities necrotic, poison; bludgeoning, piercing, 
and slashing from nonmagical attacks 

Condition Immunities charmed, exhaustion, frightened, 
paralyzed, poisoned 

Senses darkvision 60 ft., passive Perception 14 

Languages Celestial, Common 

Challenge 21 (33,000 XP), or 22 (41,000 XP) when encountered in lair 

Proficiency Bonus +7 


Aura of Desecration. While conscious, Ankhtepot grants a +2 
bonus to the AC and saving throws of allied undead within 30 
feet of him. 


Dark Influence. Ankhtepot gains a +2 bonus with attack 
rolls made against targets cursed by his bestow curse spell or 
mummy rot. 


Legendary Resistance (3/Day). If Ankhtepot fails a saving 
throw, he can choose to succeed instead. 


Magic Resistance. Ankhtepot has advantage on saving throws 
against spells and other magical effects. 


Rejuvenation. If destroyed, Ankhtepot gains a new body 

in 24 hours if his heart is intact. He regains all his hit points 
and becomes active again. The new body appears within his 
sarcophagus in Pharoah’s Rest. 


Sever Limb (3/Day). As a bonus action on his turn, Ankhtepot 
can magically sever one of his arms. An arm counts as Tiny 
undead, has 20 hit points and AC 15, has a flying speed of 30 
feet, and can hover. The arm acts on Ankhtepot’s initiative 

and can perform somatic components, grapple creatures, or 
use Ankhtepot’s Rotting Fist as if he were in the arm’s space. 

If the arm is destroyed, it becomes sand and regenerates on 
Ankhtepot’s body at the start of his next turn. Until the arm 
regenerates, he can’t use his Rotting Fist. 


Spellcasting. Ankhtepot is a 16th-level spellcaster. His 
spellcasting ability is Wisdom (spell save DC 20, +12 to hit with 
spell attacks). He has the following spells prepared: 


Cantrips (at will): sacred flame, thaumaturgy, toll the dead** 

1st level (4 slots): bane, command, guiding bolt, inflict wounds 
2nd level (3 slots): blindness/deafness, hold person, spiritual weapon 
3rd level (3 slots): animate dead, bestow curse 

4th level (3 slots): banishment, divination 

5th level (1 slot): contagion, insect plague 

6th level (1 slot): create undead, forbiddance, harm 

7th level (1 slot): divine word, symbol 

8th level (1 slot): sunburst 


Turn Immunity. Ankhtepot is immune to effects that turn undead. 


ACTIONS 


Multiattack. Ankhtepot can use his Dreadful Glare and makes 
one attack with his rotting fist. 


Rotting Fist. Melee Weapon Attack: +11 to hit, reach 5 ft., one 
target. Hit: 14 (3d6 + 4) bludgeoning damage plus 21 (6d6) 
necrotic damage. If the target is a creature, it must succeed on 
a DC 20 Constitution saving throw or be cursed with mummy 
rot. The cursed target can’t regain hit points, and its hit point 
maximum decreases by 10 (3d6) for every 24 hours that elapse. 
If the curse reduces the target’s hit point maximum to 0, the 
target dies, and its body turns to dust. The curse lasts until 
removed by the remove curse spell or other magic. 


Dreadful Glare. Ankhtepot targets up to two creatures he can 
see within 60 feet of him. If the target can see Ankhtepot, it must 
succeed on a DC 20 Wisdom saving throw against this magic or 
become frightened until the end of Ankhtepot’s next turn. If the 
target fails the saving throw by 5 or more, it is also paralyzed for 
the same duration. A target that succeeds on the saving throw is 
immune to the Dreadful Glare of all mummies and mummy lords 
for the next 24 hours. 


Call Forth the Undead (1/Day). Ankhtepot summons 2d6 
clawing claws, which appear in an unoccupied space he can see 
within 60 feet of him. The crawling claws act as Ankhtepot’s allies 
and obey his spoken commands. The clawing claws turn to dust 
after 1 minute or until he dismisses them as a bonus action. 


LEGENDARY ACTIONS 


Ankhtepot can take 3 legendary actions, choosing from the 
options below. Only one legendary action can be used at a time 
and only at the end of another creature’s turn. Ankhtepot regains 
spent legendary actions at the start of his turn. 


Attack. Ankhtepot makes one attack with his rotting fist or uses 
his Dreadful Glare. 


Blinding Dust. Blinding dust and sand swirls magically around 
Ankhtepot. Each creature within 5 feet of Ankhtepot must 
succeed on a DC 20 Constitution saving throw or be blinded until 
the end of the creature’s next turn. 


Blasphemous Word (Costs 2 Actions). Ankhtepot utters a 
blasphemous word. Each non-undead creature within 10 feet of 
Ankhtepot that can hear the magical utterance must succeed on 
a DC 20 Constitution saving throw or be stunned until the end of 
Ankhtepot’s next turn. 


Channel Negative Energy (Costs 2 Actions). Ankhtepot 
magically unleashes negative energy. Creatures within 60 feet of 
Ankhtepot, including ones behind barriers and around corners, 
can’t regain hit points until the end of Ankhtepot’s next turn. 


Whirlwind of Sand (Costs 2 Actions). Ankhtepot magically 
transforms into a whirlwind of sand, moves up to 60 feet, and 
reverts to his normal form. While in whirlwind form, Ankhtepot 
is immune to all damage, and he can’t be grappled, petrified, 
knocked prone, restrained, or stunned. Equipment worn or 
carried by Ankhtepot remains in his possession. 


Reclaim Essence. Ankhtepot targets one allied mummy or 
mummy lord within 60 feet of him that he can see. The target 
is instantly slain and Ankhtepot gains 45 temporary hit points if 
the target is a mummy or 45 hit points if the target is a mummy 
lord. He also regains expended spell slots: a 1st level spell slot if 
the target is a mummy, and a 5th-level spell slot if the target is 
a mummy lord. Until the start of his next turn, Ankhtepot has 
resistance to all damage but psychic and radiant damage. An 
unallied or unwilling mummy or mummy lord must succeed ona 
DC 16 Charisma saving throw to resist being slain by Ankhtepot. 


LAIR ACTIONS 


Ankhtepot can use lair actions while is in the City 

of the Dead as long as he isn’t incapacitated. The DC 
for saving throws imposed by these lair actions are 
determined by his statistics: DC 16 at Tier III and DC 
20 at Tier IV. On initiative count 20 (losing initiative 
ties), Ankhtepot takes a lair action to cause one of the 
following effects; Ankhtepot can’t use the same effect 
two rounds in a row: 


e Each undead creature in the lair can pinpoint the 
location of each living creature within 120 feet of it 
until initiative count 20 on the next round. 

e Each undead in the lair has advantage on saving 
throws against effects that turn undead until 
initiative count 20 on the next round. 

e Until initiative count 20 on the next round, any 
non-undead creature that tries to cast a spell of 4th 
level or lower in Ankhtepot’s lair is wracked with 
pain. The creature can choose another action, but if 
it tries to cast the spell, it must make a Constitution 
saving throw. On a failed save, it takes 1d6 necrotic 
damage per level of the spell, and the spell has no 
effect and is wasted. 

e Ankhtepot summons a swarm of scarabs (see Van 
Richten’s Guide to Ravenloft). 


REGIONAL EFFECTS 


The City of the Dead is warped by Ankhtepot’s 
dark presence: 


e Food instantly molders and water instantly 
evaporates when brought into the City of the Dead. 
Other nonmagical drinks are spoiled—wine turning 
to vinegar, for instance. 

e Divination spells cast within the City of the Dead by 
creatures other than Ankhtepot have a 25 percent 
chance to provide misleading results, as determined 
by the DM. If a divination spell already has a chance 
to fail or become unreliable when cast multiple times, 
that chance increases by 25 percent. 

- A creature that takes treasure from the City of the 
Dead is cursed until the treasure is returned. The 
cursed target has disadvantage on all saving throws. 
The curse lasts until removed by a remove curse spell 
or other magic. 


If Ankhtepot is slain, these regional effects end 
after 1d6 hours but take effect once again after he 
rejuvenates 24 hours later. 


brutal and willing Darklord of 
Valachan. A ruthless huntress, 
Chakuna stalks worthy prey 
ACN throughout her jungle. Ordinarily, 
= she has the statistics of a weretiger. 
To become the Darklord of Valachan, Chakuna had to 
rip out her own heart, which continues to beat in the 
Yaguara Mountain maze. Until her heart is destroyed, 
Chakuna cannot die. 

Welcome to the Jungle. In addition to her lycanthropic 
might and predatory cunning, Chakuna has trapped 
the jungles of Valachan. She bedevils her prey with 
spike pits, hunting traps, and falling nets. Chakuna also 
knows where giant spiders nest and can manipulate 
prey into venturing there, where they'll fall prey to the 
arachnids’ webs. 

Lair Actions. Beginning in Tier II, Chakuna can 
use lair actions to manipulate the wilds of Valachan 
in her favor. 


DESIGN PHILOSOPHY 
Chakuna is a fearsome hunter that often plays with her prey. 
When designing her statistics, the following was considered: 

e Chakuna is neutral evil, for she willingly commits murder to 
sustain her own power and often breaks her word during the 
Trial of Hearts. 

¢Chakuna speaks Draconic, for Valachani humans share their 
land with lizardfolk. 

e As a lycanthrope, Chakuna enjoys immunity to most attacks. 
Thus, her Tier | statistics are virtually identical to a weretiger’s; 
additional benefits would push her into a Tier II foe. She gains 
access to Legendary Actions and more in Tier II. 

e As Chakuna grows in strength, so too does her dark connection 
to Valachan, which is represented by her Innate Spellcasting 
trait, which features druidic spells. 

e Although lycanthropy does not grant a person darkvision, the 
supplement adds it to Chakuna. Lycanthropes of the Domains 
of Dread enjoy greater senses. 
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CHAKUNA (TIER 1) 


Medium humanoid (human, shapechanger), neutral evil 


Armor Class 12 
Hit Points 120 (16d8 + 48) 
Speed 30 ft. (40 ft. in beast form) 


STR 
17 (+3) 


DEX 
15 (+2) 


CON 
16 (43) 


INT 
10 (+0) 


wis 
13 (+1) 


CHA 
11 (+0) 


Skills Perception +5, Stealth +4, Survival +5 

Damage Immunities bludgeoning, piercing, and slashing from 
nonmagical weapons that aren’t silvered 

Senses darkvision 60 ft., passive Perception 15 

Languages Common, Draconic 


Challenge 4 (1,100 XP) Proficiency Bonus +2 


Shapechanger. Chakuna can use her action to polymorph into a 
panther-humanoid hybrid or into a Large panther, or back into her 
true form, which is humanoid. Her statistics, other than her size, are 
the same in each form. Any equipment she is wearing or carrying 
isn’t transformed. She reverts to her true form if she dies. 


Keen Hearing and Smell. Chakuna has advantage on Wisdom 
(Perception) checks that rely on hearing or smell. 


Legendary Resistance (1/Day). If Chakuna fails a saving throw, 
she can choose to succeed instead. 
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CHAKUNA (TIER II) 


Medium humanoid (human, shapechanger), neutral evil 


Armor Class 13 
Hit Points 120 (16d8 + 48) 
Speed 30 ft. (40 ft. in beast form, climb 30 ft. in hybrid form) 


STR 
17 (+3) 


DEX 
16 (+3) 


CON 
16 (+3) 


INT 
14 (+2) 


WIS 
16 (+3) 


CHA 
16 (+3) 


Saving Throws Str +6, Dex +6 

Skills Athletics +6, Perception +6, Stealth +6, Survival +9 

Damage Immunities bludgeoning, piercing, and slashing from 
nonmagical weapons that aren’t silvered 

Senses darkvision 60 ft., passive Perception 16 

Languages Common, Draconic 


Challenge 7 (2,900 XP) Proficiency Bonus +3 


Shapechanger. Chakuna can use her action to polymorph into a 
panther-humanoid hybrid or into a Large panther, or back into her 
true form, which is humanoid. Her statistics, other than her size, are 
the same in each form. Any equipment she is wearing or carrying 
isn’t transformed. She reverts to its true form if she dies. 


Innate Spellcasting. Chakuna’s innate spellcasting ability is Wisdom 
(spell save DC 14). She can innately cast the following spells, 
requiring only verbal and somatic components: 


At will: druidcraft 
3/day each: dominate beast, speak with plants 
1/day each: commune with nature, spike growth 


Keen Hearing and Smell. Chakuna has advantage on Wisdom 
(Perception) checks that rely on hearing or smell. 


Legendary Resistance (2/Day). If Chakuna fails a saving throw, she 
can choose to succeed instead. 


Pounce (Beast or Hybrid Form Only). If Chakuna moves at least 
15 feet straight toward a creature and then hits it with a claw attack 
on the same turn, that target must succeed on a DC 14 Strength 
saving throw or be knocked prone. If the target is prone, she can 
make one bite attack against it as a bonus action. 


Pounce (Beast or Hybrid Form Only). If Chakuna moves at least 
15 feet straight toward a creature and then hits it with a claw attack 
on the same turn, that target must succeed on a DC 13 Strength 
saving throw or be knocked prone. If the target is prone, she can 
make one bite attack against it as a bonus action. 


Rejuvenation. If Chakuna is slain but her heart remains intact, she 
regains all her hit points after 24 hours. If her body is destroyed, she 
reforms at a random location in Valachan. 


Wildwalker. Chakuna ignores difficult terrain in Valachan. 


ACTIONS 


Multiattack (Humanoid or Hybrid Form Only). Iin humanoid form, 
Chakuna makes two scimitar attacks or two longbow attacks. In hybrid 
form, she can attack like a humanoid or make two claw attacks. 


Bite (Beast or Hybrid Form Only). Melee Weapon Attack: +5 to hit, 
reach 5 ft., one target. Hit: 8 (1d10 + 3) piercing damage. If the target 

is a humanoid, it must succeed on a DC 13 Constitution saving throw 

or be cursed with weretiger lycanthropy. | 


Claw (Beast or Hybrid Form Only). Melee Weapon Attack: +5 to 
hit, reach 5 ft., one target. Hit: 7 (1d8 + 3) slashing damage. 


Scimitar (Humanoid or Hybrid Form Only). Melee Weapon Attack: 
+5 to hit, reach 5 ft., one target. Hit: 6 (1d6 + 3) slashing damage. 


Longbow (Humanoid or Hybrid Form Only). Ranged Weapon 
Attack: +4 to hit, range 150/600 ft., one target. Hit: 6 (1d8 + 2) 
piercing damage. 


Rejuvenation. If Chakuna is slain but her heart remains intact, she 
regains all her hit points after 24 hours. If her body is destroyed, she 
reforms at a random location in Valachan. 


Wildwalker. Chakuna ignores difficult terrain in Valachan. 


ACTIONS 

Multiattack (Humanoid or Hybrid Form Only). In humanoid form, 
Chakuna makes two scimitar attacks or two longbow attacks. In hybrid | 
form, she can attack like a humanoid or make two claw attacks. 


Bite (Beast or Hybrid Form Only). Melee Weapon Attack: +6 to 
hit, reach 5 ft., one target. Hit: 8 (1d10 + 3) piercing damage. If the 
target is a humanoid, it must succeed on a DC 14 Constitution saving 
throw or be cursed with weretiger lycanthropy. 


Claw (Beast or Hybrid Form Only). Melee Weapon Attack: +6 to | 
hit, reach 5 ft., one target. Hit: 7 (1d8 + 3) slashing damage. 


Scimitar (Humanoid or Hybrid Form Only). Melee Weapon Attack: 
+6 to hit, reach 5 ft., one target. Hit: 6 (1d6 + 3) slashing damage. 


Longbow (Humanoid or Hybrid Form Only). Ranged Weapon 
Attack: +6 to hit, range 150/600 ft., one target. Hit: 7 (1d8 + 3) 
piercing damage. 


Call of the Wild (1/Day). While outdoors, Chakuna magically 

calls 1d4 giant wasps, three displacer beasts, or 3d6 panthers. The 
called creatures arrive in 1d4 rounds, acting as allies of Chakuna and 
obeying her spoken commands. The beasts remain for 1 hour, until 
Chakuna dies, or until she dismisses them as a bonus action. 


LEGENDARY ACTIONS 


Chakuna can take 3 legendary actions, choosing from the options 
below. Only one legendary action can be used at a time and only at 
the end of another creature’s turn. Chakuna regains spent legendary 
actions at the start of her turn. 


Attack. Chakuna makes one attack. 


Move. Chakuna moves up to her speed without provoking 
opportunity attacks. 


Cloak of the Wild (Costs 2 Actions). Chakuna becomes heavily 
obscured by foliage. She then teleports to an unoccupied space she can 
see 60 feet away. This space must be lightly or heavily obscured by foliage. 


CHAKUNA (TIER 11) 


Medium humanoid (human, shapechanger), neutral evil 


Armor Class 14 (16 (natural armor) in beast or hybrid form) 
Hit Points 170 (20d8 + 80) 
Speed 35 ft. (50 ft. in beast form, climb 30 ft. in hybrid form) 


STR DEX CON INT WIS CHA 
19 (+4) 18(+4) 18(+4) 15 (+2) 17 (+3) 16 (43) 


Saving Throws Str +9, Dex +6, Wis +8 

Skills Athletics +9, Perception +13, Stealth +14, Survival +13 

Damage Immunities bludgeoning, piercing, and slashing from 
nonmagical weapons that aren’t silvered 

Senses darkvision 60 ft., passive Perception 23 

Languages Common, Draconic 


Challenge 14 (11,500 XP) Proficiency Bonus +5 


Shapechanger. Chakuna can use a bonus action to polymorph into 
a panther-humanoid hybrid or into a Large panther, or back into her 
true form, which is humanoid. Her statistics, other than her size, are 
the same in each form. Any equipment she is wearing or carrying 
isn’t transformed. She reverts to its true form if she dies. 


Extraordinary Leap. Chakuna’s long jump is up to 25 feet and her 
high jump is up to 15 feet, with or without a running start. 


Go for the Throat. If Chakuna surprises a creature and hits it with 
an attack during the first round of combat, the target takes an extra 
14 (4d6) damage from the attack. 


Innate Spellcasting. Chakuna’s innate spellcasting ability is Wisdom 
(spell save DC 16). She can innately cast the following spells, 
requiring only verbal and somatic components: 


At will: animal friendship, druidcraft 

3/day each: dominate beast, locate creature, speak with plants, 
spike growth 

1/day each: commune with nature, grasping vine, tree stride 


Keen Hearing and Smell. Chakuna has advantage on Wisdom 
(Perception) checks that rely on hearing or smell. 


Legendary Resistance (3/Day). If Chakuna fails a saving throw, she 
can choose to succeed instead. 


Pounce (Beast or Hybrid Form Only). If Chakuna moves at least 
15 feet straight toward a creature and then hits it with a claw attack 
on the same turn, that target must succeed on a DC 17 Strength 


saving throw or be knocked prone. If the target is prone, she can 
make one bite attack against it as a bonus action. 


Rejuvenation. If Chakuna is slain but her heart remains intact, she 
regains all her hit points after 24 hours. If her body is destroyed, she 
reforms at a random location in Valachan. 


Wildwalker. Chakuna ignores difficult terrain in Valachan. 


ACTIONS 


Multiattack (Humanoid or Hybrid Form Only). In humanoid 
form, Chakuna makes two scimitar attacks or two longbow attacks. 
In hybrid form, she can attack like a humanoid or make two 

claw attacks. 


Bite (Beast or Hybrid Form Only). Melee Weapon Attack: +9 to 
hit, reach 5 ft., one target. Hit: 9 (1d10 + 4) piercing damage. If the 
target is a humanoid, it must succeed on a DC 17 Constitution saving 
throw or be cursed with weretiger lycanthropy. 


Claw (Beast or Hybrid Form Only). Melee Weapon Attack: +9 to 
hit, reach 5 ft., one target. Hit: 8 (1d8 + 4) slashing damage. 


Scimitar (Humanoid or Hybrid Form Only). Melee Weapon 
Attack: +9 to hit, reach 5 ft., one target. Hit: 7 (1d6 + 4) 
slashing damage. 


Longbow (Humanoid or Hybrid Form Only). Ranged Weapon 
Attack: +9 to hit, range 150/600 ft., one target. Hit: 8 (1d8 + 4) 
piercing damage. 


Call of the Wild (1/Day). While outdoors, Chakuna magically 

calls 1d4 giant wasps, three displacer beasts, or 3d6 panthers. The 
called creatures arrive in 1d4 rounds, acting as allies of Chakuna and 
obeying her spoken commands. The beasts remain for 1 hour, until 
Chakuna dies, or until she dismisses them as a bonus action. 


LEGENDARY ACTIONS 


Chakuna can take 3 legendary actions, choosing from the options 
below. Only one legendary action can be used at a time and only at 
the end of another creature’s turn. Chakuna regains spent legendary 
actions at the start of her turn. 


Attack. Chakuna makes one attack. 


Move. Chakuna moves up to her speed without provoking 
opportunity attacks. 


Cloak of the Wild (Costs 2 Actions). Chakuna becomes heavily 
obscured by foliage. She then teleports to an unoccupied space she can 
see 60 feet away. This space must be lightly or heavily obscured by foliage. 


CHAKUNA (TIER Iv) 


Medium humanoid (human, shapechanger), neutral evil 


Armor Class 15 (17 (natural armor) in beast or hybrid form) 
Hit Points 228 (24d8 + 120) 
Speed 35 ft. (50 ft. in beast form, climb 30 ft. in hybrid form) 


STR DEX CON INT WIS CHA 
22 (46) 20(+5) 20(+5) E O 18(+4) 16 (+3) 


Saving Throws Str +11, Dex +11, Wis +10 

Skills Athletics +12, Perception +16, Stealth +17, Survival +16 

Damage Immunities bludgeoning, piercing, and slashing from 
nonmagical weapons that aren’t silvered 

Senses darkvision 60 ft., passive Perception 26 

Languages Common, Draconic 


Challenge 19 (22,000 XP) Proficiency Bonus +6 


Shapechanger. Chakuna can use a bonus action to polymorph into 
a panther-humanoid hybrid or into a Large panther, or back into her 
true form, which is humanoid. Her statistics, other than her size, are 
the same in each form. Any equipment she is wearing or carrying 
isn’t transformed. She reverts to its true form if she dies. 


Extraordinary Leap. Chakuna’s long jump is up to 25 feet and her 
high jump is up to 15 feet, with or without a running start. 


Go for the Throat. If Chakuna surprises a creature and hits it with 
an attack during the first round of combat, the target takes an extra 
28 (8d6) damage from the attack. 


Innate Spellcasting. Chakuna’s innate spellcasting ability is Wisdom 
(spell save DC 18). She can innately cast the following spells, 
requiring only verbal and somatic components: 


At will: animal friendship, druidcraft 

3/day each: dominate beast, entangling strike, locate creature, pass 
without trace, speak with plants, spike growth 

1/day each: commune with nature, grasping vine, tree stride, wall of thorns 


Keen Hearing and Smell. Chakuna has advantage on Wisdom 
(Perception) checks that rely on hearing or smell. 


Legendary Resistance (3/Day). If Chakuna fails a saving throw, she 
can choose to succeed instead. 


Pounce (Beast or Hybrid Form Only). If Chakuna moves at least 
15 feet straight toward a creature and then hits it with a claw attack 
on the same turn, that target must succeed on a DC 19 Strength 
saving throw or be knocked prone. If the target is prone, she can 
make one bite attack against it as a bonus action. 


Rejuvenation. If Chakuna is slain but her heart remains intact, she 
regains all her hit points after 24 hours. If her body is destroyed, she 
reforms at a random location in Valachan. 
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Wildwalker. Chakuna ignores difficult terrain in Valachan. 


Wild Fury. On her turns, Chakuna can use a bonus action to take the 
Dash action. 


ACTIONS 


Multiattack (Humanoid or Hybrid Form Only). In humanoid form, 
Chakuna makes two scimitar attacks or two longbow attacks. In hybrid 
form, she can attack like a humanoid or make two claw attacks. 


Bite (Beast or Hybrid Form Only). Melee Weapon Attack: +9 to 
hit, reach 5 ft., one target. Hit: 9 (1d10 + 4) piercing damage. If the 
target is a humanoid, it must succeed on a DC 18 Constitution saving 
throw or be cursed with weretiger lycanthropy. 


Claw (Beast or Hybrid Form Only). Melee Weapon Attack: +9 to 
hit, reach 5 ft., one target. Hit: 8 (1d8 + 4) slashing damage. r" 


Scimitar (Humanoid or Hybrid Form Only). Melee Weapon Attack: 
+9 to hit, reach 5 ft., one target. Hit: 7 (1d6 + 4) slashing damage. 


Longbow (Humanoid or Hybrid Form Only). Ranged Weapon 
Attack: +9 to hit, range 150/600 ft., one target. Hit: 8 (1d8 + 4) 
piercing damage. 


Call of the Wild (1/Day). While outdoors, Chakuna magically 

calls 1d4 giant wasps, three displacer beasts, or 3d6 panthers. The 
called creatures arrive in 1d4 rounds, acting as allies of Chakuna and 
obeying her spoken commands. The beasts remain for 1 hour, until 
Chakuna dies, or until she dismisses them as a bonus action. 


LEGENDARY ACTIONS 


Chakuna can take 3 legendary actions, choosing from the options 
below. Only one legendary action can be used at a time and only at 
the end of another creature’s turn. Chakuna regains spent legendary 
actions at the start of her turn. 


Attack. Chakuna makes one attack. 


Move. Chakuna moves up to her speed without provoking 
opportunity attacks. 


Cloak of the Wild (Costs 2 Actions). Chakuna becomes heavily 
obscured by foliage. She then teleports to an unoccupied space she k 
can see 60 feet away. This space must be lightly or heavily obscured 

by foliage. 


Death From Above (Beast or Hybrid Form Only; Costs 3 
Actions). Chakuna pounces on a creature at least 10 feet below it. 
The target must succeed on a DC 19 Strength saving throw, taking 
10 (3d6) bludgeoning damage on a failed save, or half as much 
damage on a successful one. If the target fails the saving throw, it is 
also knocked prone and Chakuna can make a bite attack against that 
creature as a bonus action that benefits from her Go for the Throat 
trait, even if the creature is not surprised. 


LAIR ACTIONS 


Beginning in Tier II, Chakuna can use lair actions while in Pantara Lodge and Yaguara’s Heart as long as she isn’t 
incapacitated. The DC for saving throws imposed by these lair actions are determined by her statistics: DC 14 at Tier 
II, DC 16 at Tier HI, and DC 18 at Tier IV. On initiative count 20 (losing initiative ties), Chakuna can take one of the 
following lair action options, or forgo using any of them in that round: 


e Chakuna causes a mosquito to emerge from the jungle and bite a creature she can see that is within 60 feet of her. 
The target must succeed on a Constitution saving throw or become poisoned for the next minute. If the target fails 
the saving throw by 5 or more, they are also incapacitated while poisoned. The target can repeat its saving throw 
at the end of each of its turns, ending this effect on a success. 

e Chakuna targets a creature that is within 10 feet of a tree, animating a vine. The target must succeed on a Dexterity 
saving throw or become grappled by the vine, which lifts the target 1d4 x 10 feet into the air. The vine has AC 
12, 10 hit points, and immunity to bludgeoning, poison, and psychic damage. If destroyed, or if a creature uses an 
action and succeeds on a DC 15 Strength check, the creature falls. 

e Chakuna causes a thick fog to heavily obscure a 120-foot-diameter sphere centered on her. Creatures in the fog when 
it appears, or who enter it for the first time on a turn, must succeed on a Constitution saving throw or be deafened 
until they leave the fog. Displacer beasts allied with Chakuna automatically succeed on this saving throw and can see 
through the fog. Additionally, while an allied displacer beast is in the fog, it does not provoke opportunity attacks. 


THE GOD BRAIN 


HE GOD-BRAIN IS THE UNFORTUNATE 
Darklord of Bluetspur, an alien 
wasteland home to deranged and 
vampiric mind flayers. Ordinarily, the 
God-Brain has no statistics, because it 
— is more of a living environment than 
an actual creature. However, it can be assumed to be 
a Gargantuan-sized elder brain (see Volo’s Guide to 
Monsters) with immense power. While the God-Brain is 
a miles-long entity, this supplement reimagines the God- 
Brain’s nexus of thought—the God-Brain’s brain, if you 
will—as a massive tumor that can be harmed directly. 


eS 
DESIGN PHILOSOPHY 
The God-Brain is a being of titanic, psionic power. When 
designing its statistics, the following was considered: 

e In Tier IV, the God-Brain’s psionic effects are all but impossible 
to resist. Thus, only heroes of the highest caliber can expect to 
survive a direct conflict with the entity. 

e The God-Brain’s psionic spells were chosen with the 
assumption that almost every foe will fail against its spell save 
DC. Therefore, it does not have access to game-changing spells 
like feeblemind. 

e The God-Brain is at the heart of an entire environment. It can’t 
move and cannot be moved. Even a spell of wish fails to move 
it. This supersedes any spell or effect in the game. Because the 
God-Brain is immobile, its AC is very low. 
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THE GOD-BRAIN (tR m) 


Gargantuan aberration, lawful evil 


Armor Class 13 (natural armor) 
Hit Points 310 (20d20 + 100) 


Speed 0 ft. 
STR DEX CON INT WIS CHA 
16 (+3) 10(+0) 20(+5) 24(+7) 20 (+5) 20 (+5) 


Saving Throws Con +12, Int +14, Wis +12 

Skills Arcana +14, Investigation +14, Insight +12, Intimidation 
+14, Perception +12, Persuasion +14 

Damage Resistances psychic 

Condition Immunities charmed, exhaustion, grappled, 
paralyzed, petrified, poisoned, prone, restrained 

Senses blindsight 300 ft., passive Perception 22 

Languages understands all languages but can’t speak, telepathy 
5,000 miles 


Challenge 21 (33,000 XP) Proficiency Bonus +7 


Acidic Brine. The God-Brain is at the center of a 60-foot- 
diameter, 10-foot-deep pool of acidic brine. A creature that 
enters the brine for the first time on a turn, or starts its turn 
there, takes 20 acid damage. If the acid reduces a creature to 0 
hit points, it dies and its body is dissolved. 


Creature Sense. The God-Brain is aware of the presence of 
creatures within 5 miles of it that have an Intelligence score 

of 4 or higher. It knows the distance and direction to each 
creature, as well as each one’s intelligence score, but can’t sense 
anything else about it. A creature protected by a mind blank 
spell, a nondetection spell, or similar magic can’t be perceived in 
this manner. 


Hemorrhage (1/Day). When the God-Brain is reduced to 115 
hit points or fewer, all creatures with an Intelligence of 4 or 
higher that are within 60 feet of the God-Brain must make a DC 
22 Intelligence saving throw. On a failed save, a creature takes 16 
(3d10) psychic damage or half as much on a successful one. A 
creature that fails its saving throw by 5 or more is also stunned 
until the start of the God-Brain’s next turn. 


Immutable and Immobile. The God-Brain is immune to any 
spell or effect that would alter its form. The God-Brain can’t 
move or be moved while alive, even by magic. 


Innate Spellcasting (Psionics). The God-Brains innate 
spellcasting ability is Intelligence (spell save DC 22). It can 
innately cast the following spells, requiring no components: 


At will: detect thoughts, hallucinatory terrain, shield, telekinesis 
3/day each: phantasmal killer, weird 
1/day each: dominate monster, hold monster, modify memory 


Legendary Resistance (3/Day). If the God-Brain fails a saving 
throw, it can choose to succeed instead. 


Magic Resistance. The God-Brain has advantage on saving 
throws against spells and other magical effects. 


Quick Witted. The God-Brain uses its Intelligence modifier for 
its initiative checks instead of Dexterity. 


Telepathic Hub. The God-Brain can use its telepathy to initiate 
and maintain telepathic conversations with up to one thousand 
creatures at a time. The God-Brain can let those creatures 
telepathically hear each other while connected in this way. 


Telepathic Sight. The God-Brain can see through the eyes of 
any mind flayer in Bluetspur. 
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ACTIONS 


Tentacle. Melee Weapon Attack: +10 to hit, reach 30 ft., one 
target. Hit: 20 (4d8 + 2) bludgeoning damage. If the target is 

a Huge or smaller creature, it is grappled (escape DC 15) and 
takes 9 (1d8 + 5) psychic damage at the start of each of its turns 
until the grapple ends. The God-Brain can have up to four targets 
grappled at atime. 


Mind Blast (Recharge 5-6). The God-Brain magically emits 
psychic energy. A creature of the God-Brains choice within 120 
feet of it must succeed on a DC 22 Intelligence saving throw or 
take 32 (5d10 + 5) psychic damage and be stunned for 1 minute. 
A target can repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. 


Psychic Link. The God-Brain targets one incapacitated creature 
it can perceive with its Creature Sense trait and establishes a 
psychic link with that creature. Until the psychic link ends, the 
God-Brain can perceive everything the target senses. The target 
becomes aware that something is linked to its mind once it is no 
longer incapacitated, and the God-Brain can terminate the link 
at any time (no action required). The target can use an action 
on its turn to attempt to break the psychic link, doing so witha 
successful DC 22 Charisma saving throw. On a successful save, 
the target takes 10 (3d6) psychic damage. The psychic link also 
ends if the target and the God-Brain are more than 5 miles apart, 
with no consequences to the target. The God-Brain can form 
psychic links with up to ten creatures at a time. 


Sense Thoughts. The God-Brain targets a creature with which 

it has a psychic link. The God-Brain gains insight into the target’s 
reasoning, its emotional state, and thoughts that loom large in its 
mind (including things the target worries about, loves, or hates). 
The God-Brain can also make a Charisma (Deception) check with 
advantage to deceive the target’s mind into thinking it believes 
one idea or feels a particular emotion. The target contests 

this attempt with a Wisdom (Insight) check. If the God-Brain 
succeeds, the mind believes the deception for 1 hour or until 
evidence of the lie is presented to the target. 


REACTIONS 


Psychic Backlash. Whenever a creature deals psychic damage 
to the God-Brain, that creature and all other creatures within 
10 feet of it take psychic damage equal to twice the damage 
inflicted. 


LEGENDARY ACTIONS 


The God-Brain can take 3 legendary actions, choosing from the 
options below. Only one legendary action can be used at a time 
and only at the end of another creature’s turn. The God-Brain 
regains spent legendary actions at the start of its turn. 


Tentacle. The God-Brain makes a tentacle attack. 


Break Concentration. The God-Brain targets a creature within 
120 feet of it with which it has a psychic link. The God-Brain 
breaks the creature’s concentration on a spell it has cast. The 
creature also takes 1d6 psychic damage per level of the spell. 


Psychic Pulse. The God-Brain targets a creature within 120 feet 
of it with which it has a psychic link. Enemies of the God-Brain 
within 10 feet of that creature take 10 (3d6) psychic damage. 


Sever Psychic Link. The God-Brain targets a creature within 
120 feet of it with which it has a psychic link. The God-Brain 
ends the link, causing the creature to have disadvantage on all 
ability checks, attack rolls, and saving throws until the end of the 
creature’s next turn. 


THE GOD-BRAIN (TIER Iv) 


Gargantuan aberration, lawful evil 


Armor Class 13 (natural armor) 
Hit Points 412 (25d20 + 150) 


Speed 0 ft. 
STR DEX CON INT WIS CHA 
16 (+3) 10 (+0) 22 (+6) 30 (+10) 25 (+7) 26 (+8) 


Saving Throws Con +15, Int +19, Wis +16 

Skills Arcana +19, Investigation +19, Insight +16, Intimidation 
+17, Perception +16, Persuasion +17 

Damage Resistances psychic 

Condition Immunities charmed, exhaustion, grappled, 
paralyzed, petrified, poisoned, prone, restrained 

Senses blindsight 300 ft., passive Perception 26 

Languages understands all languages but can’t speak, telepathy 
5,000 miles 


Challenge 30 (155,000 XP) Proficiency Bonus +9 


Acidic Brine. The God-Brain is at the center of a 60-foot- 
diameter, 10-foot-deep pool of acidic brine. A creature that 
enters the brine for the first time on a turn, or starts its turn 
there, takes 20 acid damage. If the acid reduces a creature to 0 
hit points, it dies and its body is dissolved. 


Creature Sense. The God-Brain is aware of the presence of 
creatures within 5 miles of it that have an Intelligence score 

of 4 or higher. It knows the distance and direction to each 
creature, as well as each one’s intelligence score, but can’t sense 
anything else about it. A creature protected by a mind blank 
spell, a nondetection spell, or similar magic can’t be perceived in 
this manner. 


Hemorrhage (1/Day). When the God-Brain is reduced to 205 
hit points or fewer, all creatures with an Intelligence of 4 or 
higher that are within 60 feet of the God-Brain must make a DC 
27 Intelligence saving throw. On a failed save, a creature takes 16 
(3d10) psychic damage or half as much ona successful one. A 
creature that fails its saving throw by 5 or more is also stunned 
until the start of the God-Brain’s next turn. 


Immutable and Immobile. The God-Brain is immune to any 
spell or effect that would alter its form. The God-Brain can’t 
move or be moved while alive, even by magic. 


Innate Spellcasting (Psionics). The God-Brains innate 
spellcasting ability is Intelligence (spell save DC 27). It can 
innately cast the following spells, requiring no components: 


At will: detect thoughts, hallucinatory terrain, shield, telekinesis 
3/day each: enemies abound”, phantasmal killer, weird 
1/day each: dominate monster, hold monster, modify memory 


Legendary Resistance (3/Day). If the God-Brain fails a saving 
throw, it can choose to succeed instead. 


Magic Resistance. The God-Brain has advantage on saving 
throws against spells and other magical effects. 


Quick Witted. The God-Brain uses its Intelligence modifier for 
its initiative checks instead of Dexterity. 


Telepathic Hub. The God-Brain can use its telepathy to initiate 
and maintain telepathic conversations with up to one thousand 
creatures at a time. The God-Brain can let those creatures 
telepathically hear each other while connected in this way. 


Telepathic Sight. The God-Brain can see through the eyes of 
any mind flayer in Bluetspur. 
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ACTIONS 


Tentacle. Melee Weapon Attack: +7 to hit, reach 30 ft., one 
target. Hit: 20 (4d8 + 2) bludgeoning damage. If the target is 

a Huge or smaller creature, it is grappled (escape DC 15) and 
takes 9 (1d8 + 5) psychic damage at the start of each of its turns 
until the grapple ends. The God-Brain can have up to four targets 
grappled at atime. 


Mind Blast (Recharge 5-6). The God-Brain magically emits 
psychic energy. A creature of the God-Brains choice within 120 
feet of it must succeed on a DC 27 Intelligence saving throw or 
take 32 (5d10 + 5) psychic damage and be stunned for 1 minute. 
A target can repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. 


Psychic Link. The God-Brain targets one incapacitated creature 
it can perceive with its Creature Sense trait and establishes a 
psychic link with that creature. Until the psychic link ends, the 
God-Brain can perceive everything the target senses. The target 
becomes aware that something is linked to its mind once it is no 
longer incapacitated, and the God-Brain can terminate the link 
at any time (no action required). The target can use an action 
on its turn to attempt to break the psychic link, doing so with a 
successful DC 27 Charisma saving throw. On a successful save, 
the target takes 10 (3d6) psychic damage. The psychic link also 
ends if the target and the God-Brain are more than 5 miles apart, 
with no consequences to the target. The God-Brain can form 
psychic links with up to ten creatures at a time. 


Sense Thoughts. The God-Brain targets a creature with which 

it has a psychic link. The God-Brain gains insight into the target’s 
reasoning, its emotional state, and thoughts that loom large in its 
mind (including things the target worries about, loves, or hates). 
The God-Brain can also make a Charisma (Deception) check with 
advantage to deceive the target’s mind into thinking it believes 
one idea or feels a particular emotion. The target contests 

this attempt with a Wisdom (Insight) check. If the God-Brain 
succeeds, the mind believes the deception for 1 hour or until 
evidence of the lie is presented to the target. 


REACTIONS 


Psychic Backlash. Whenever a creature deals psychic damage 
to the God-Brain, that creature and all other creatures within 
10 feet of it take psychic damage equal to twice the damage 
inflicted. 


LEGENDARY ACTIONS 


The God-Brain can take 3 legendary actions, choosing from the 
options below. Only one legendary action can be used at a time 
and only at the end of another creature’s turn. The God-Brain 
regains spent legendary actions at the start of its turn. 


Tentacle. The God-Brain makes a tentacle attack. 


Break Concentration. The God-Brain targets a creature within 
120 feet of it with which it has a psychic link. The God-Brain 
breaks the creature’s concentration on a spell it has cast. The 
creature also takes 1d6 psychic damage per level of the spell. 


Psychic Pulse. The God-Brain targets a creature within 120 feet 
of it with which it has a psychic link. Enemies of the God-Brain 
within 10 feet of that creature take 17 (5d6) psychic damage. 


Sever Psychic Link. The God-Brain targets a creature within 
120 feet of it with which it has a psychic link. The God-Brain 
ends the link, causing the creature to have disadvantage on all 
ability checks, attack rolls, and saving throws until the end of the 
creature’s next turn. 


LAIR ACTIONS 


The God-Brain can use lair actions that affect its chamber. The DC for saving throws imposed by these lair actions 
are determined by its statistics: DC 18 at Tier III and DC 27 at Tier IV. On initiative count 20 (losing initiative ties), 
the God-Brain can take one lair action to cause one of the following effects; the God-Brain can’t use the same lair 
action two rounds in a row: 


e The God-Brain casts wall of force. 

e The God-Brain targets one friendly creature it can sense within 120 feet of it. The target has a flash of inspiration 
and gains advantage on one attack roll, ability check, or saving throw it makes before the end of its next turn. If the 
target doesn’t or can’t use this benefit in that time, the inspiration is lost. 

e The God-Brain targets one creature it can sense within 120 feet of it and anchors it by sheer force of will. The 
target must succeed on a Charisma saving throw or be unable to leave its current space. It can repeat the saving 
throw at the end of each of its turns, ending the effect on itself on a success. 


REGIONAL EFFECTS 


The territory within 5 miles of the God-Brain is altered by the creature’s psionic presence, which creates one or 
more of the following effects: 


e Creatures within 5 miles of the God-Brain feel as if they are being followed, even when they are not. 

e The God-Brain can overhear any telepathic conversation happening within 5 miles of it. The creature that 
initiated the telepathic conversation makes a DC 20 Wisdom (Insight) check when telepathic contact is first 
established. If the check succeeds, the creature is aware that something is eavesdropping on the conversation. The 
nature of the eavesdropper isn’t revealed, and the God-Brain can’t participate in the telepathic conversation unless 
it has formed a psychic link with the creature that initiated it. 

e Any creature with which the God-Brain has formed a psychic link hears faint, incomprehensible whispers in the 
deepest recesses of its mind. This psychic detritus consists of the God-Brain’s stray thoughts commingled with 
those of other creatures to which it is linked. 


If the God-Brain dies, these effects immediately end. 
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HARKON LUKAS 


> ARKON LUKAS IS THE OFT-FORGOTTEN 
Darklord of Kartakass, a realm he 
seeks to rule through the adulation 
vof the masses. With the Dark Powers 
muddying the memories of his talent, 
Harkon is forever out of reach of his 
dream. Harkon ordinarily has the statistics of a loup 
garou (see Van Richten’s Guide to Ravenloft) but this 
supplement reimagines him as a bard cursed with 
lycanthropy and equipped with an instrument of the 
bards (cli lyre). 


DESIGN PHILOSOPHY 

Harkon is a versatile Darklord empowered by lycanthropy. When 

designing his statistics, the following was considered: 

e Harkon is interpreted as neutral evil for his proclivity to 
murder his starlets and rivals. 

e Although Harkon is not named as a spellcaster in Van Richten’s, 
he easily fits the bill as a bard. This supplement gives him the 
Spellcasting trait. If you wish for a magicless Harkon, simply 
stick to his expertise in the Performance skill. 

e Harkon’s violin, Bleeding Heart, is a magic item, which he 
can use as a weapon without the worry of it breaking or 
becoming scratched. 

e As a bard hungry for fame, Harkon’s spells are distracting 
and debilitating in nature. They complement his ego; spells of 
silence, for example, allow him to quiet other performers or 
ungrateful crowds. Likewise, his feign death spell is specifically 
related to his backstory—to when he faked his own death to 
enrage the masses. 

e Harkon’s true strength is related to his lycanthropy, the 
strength of which grows in Tier IV. 

e Although lycanthropy does not grant a person darkvision, the 
supplement adds it to Harkon. Lycanthropes of the Domains of 
Dread enjoy greater senses. 
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HARKON LUKAS (tier 11) 


Medium monstrosity (shapechanger), neutral evil 


Armor Class 14 (natural armor) 
Hit Points 85 (10d8 + 40) 
Speed 30 ft. (40 ft. in beast form) 


STR 
18 (+4) 


DEX 
15 (+2) 


CON 
16 (43) 


INT 
14 (42) 


wis 
15 (+2) 


CHA 
16 (+3) 


Saving Throws Dex +5, Con +5, Cha +6 

Skills Deception +6, Perception +8, Performance +9, 
Persuasion +6, Stealth +5 

Senses passive Perception 18 

Languages Common, Elvish (can’t speak in beast form) 

Challenge 7 (2,900 XP) Proficiency Bonus +3 


Shapechanger. As a bonus action, Harkon polymorphs into a Large 
wolf-humanoid hybrid or into a Large dire wolf, or back into his true 
form, which appears humanoid. His statistics, other than his size and 
speed, are the same in each form. Any equipment he is wearing or 
carrying isn’t transformed. He reverts to its true form if he dies. 


Special Equipment. Harkon’s violin, Bleeding Heart, is an 
instrument of the bards (cli lyre). He can play the instrument 
while casting a spell that causes any of its targets to be charmed 
on a failed saving throw, thereby imposing disadvantage on the 
save. The spell must have a somatic or a material component. He 
can also use the instrument to cast one of the following spells as 
an action (spell save DC 14): fly, invisibility, levitate, protection 
from evil and good, stone shape, wall of fire, and wind wall. Once 
the instrument has been used to cast a spell, it can’t be used to 
cast that same spell again until the next dawn. 


Legendary Resistance (2/Day). If Harkon fails a saving throw, 
he can choose to succeed instead. 


Regeneration. Harkon regains 10 hit points at the start of each of 
his turns. If Harkon takes damage from a silver weapon, this trait 
doesn’t function at the start of his next turn. Harkon dies only if 
he starts his turn with 0 hit points and doesn’t regenerate. 


Spellcasting. Harkon is a 5th-level spellcaster. His spellcasting 
ability is Charisma (spell save DC 14, +6 to hit with spell attacks). 
Harkon knows the following spells: 


Cantrips (at will): dancing lights, minor illusion, mending, 
vicious mockery 
1st level (4 slots): charm person, sleep, thunderwave, 
unseen servant 
2nd level (3 slots): calm emotions, enthrall, silence, suggestion 
3rd level (1 slot): feign death 
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ACTIONS 


Multiattack. Harkon makes two attacks: two with his violin, 
Bleeding Heart, (humanoid form) or one with his bite and one 
with his claws (beast or hybrid form). 


Bite (Beast or Hybrid Form Only). Melee Weapon Attack: +7 
to hit, reach 5 ft., one target. Hit: 7 (1d8 + 4) piercing damage 
plus 7 (2d6) necrotic damage. If the target is a Humanoid, it 
must succeed on a DC 14 Constitution saving throw or be cursed 
with loup garou lycanthropy. 


Claws (Beast or Hybrid Form Only). Melee Weapon Attack: +7 
to hit, reach 5 ft., one target. Hit: 6 (1d6 + 4) slashing damage. 

If the target is a creature, it must succeed on a DC 15 Strength 
saving throw or be knocked prone. 


Bleeding Heart (Humanoid Form Only). Melee Weapon 
Attack: +7 to hit, reach 5 ft., one target. Hit: 7 (1d8 + 4) 
bludgeoning damage. 


Discordant Melody (Humanoid Form Only). Harkon plays 
an onerous song on his violin, Bleeding Heart. One creature 
of Harkon’s choice that can hear him and is within 60 feet of 
him must succeed on a DC 14 Wisdom saving throw or take 11 
(2d10) psychic damage. 


Thunderous Melody (Humanoid Form Only; Recharge 4-6). 
Harkon plays a thunderous song on his violin, Bleeding Heart. 
Creatures of Harkon’s choice that can hear him and are within 30 
feet of him must make a DC 14 Constitution saving throw, taking 
10 (3d6) thunder damage on a failed save, or half as much ona 
successful one. Creatures that are within 10 feet of him and fail 
their saving throws are also deafened until the start of Harkon’s 
next turn. 


LEGENDARY ACTIONS 


Harkon can take 3 legendary actions, choosing from the options 
below. Only one legendary action can be used at a time and 
only at the end of another creature’s turn. Harkon regains spent 
legendary actions at the start of his turn. 


Swipe. Harkon makes one claws attack (beast or hybrid form 
only) or one attack with Bleeding Heart (humanoid form only). 


Mauling Pounce (Costs 2 Actions). Harkon moves up to his 
speed without provoking opportunity attacks, and he can make one 
claws attack (beast or hybrid form only) or one Bleeding Heart 
attack (humanoid form only) against each creature it moves past. 


Bite (Costs 3 Actions). Harkon changes into hybrid or beast 
form and then makes one bite attack. 


HARKON LUKAS (TIER m) 


Medium monstrosity (shapechanger), neutral evil 


Armor Class 16 (natural armor) 
Hit Points 170 (20d8 + 80) 
Speed 30 ft. (40 ft. in beast form) 


STR 
21 (+5) 


DEX 
18 (+4) 


CON INT 
18 (+4) 14 (42) 


WIS 
16 (+3) 


CHA 
16 (+3) 


Saving Throws Dex +9, Con +9, Cha +8 

Skills Deception +8, Perception +13, Performance +13, 
Persuasion +8, Stealth +9 

Condition Immunities charmed, frightened 

Senses passive Perception 23 

Languages Common, Elvish (can’t speak in beast form) 

Challenge 15 (13,000 XP) Proficiency Bonus +5 


Shapechanger. As a bonus action, Harkon polymorphs into a 
Large wolf-humanoid hybrid or into a Large dire wolf, or back 
into his true form, which appears humanoid. His statistics, 
other than his size and speed, are the same in each form. Any 
equipment he is wearing or carrying isn’t transformed. He 
reverts to its true form if he dies. 


Special Equipment. Harkon’s violin, Bleeding Heart, is an 
instrument of the bards (cli lyre). He can play the instrument 
while casting a spell that causes any of its targets to be charmed 
on a failed saving throw, thereby imposing disadvantage on the 
save. The spell must have a somatic or a material component. He 
can also use the instrument to cast one of the following spells as 
an action (spell save DC 16): fly, invisibility, levitate, protection 
from evil and good, stone shape, wall of fire, and wind wall. Once 
the instrument has been used to cast a spell, it can’t be used to 
cast that same spell again until the next dawn. 


Bloody Frenzy. Harkon has advantage on attack rolls against a 
creature that doesn’t have all its hit points. 


Legendary Resistance (3/Day). If Harkon fails a saving throw, 
he can choose to succeed instead. 


Regeneration. Harkon regains 15 hit points at the start of each 
of his turns. If Harkon takes damage from a silver weapon, this 
trait doesn’t function at the start of his next turn. Harkon dies 
only if he starts his turn with 0 hit points and doesn’t regenerate. 


Spellcasting. Harkon is a 7th-level spellcaster. His spellcasting 


ability is Charisma (spell save DC 16, +8 to hit with spell attacks). 


Harkon knows the following spells: 


Cantrips (at will): dancing lights, minor illusion, mending, 
vicious mockery 

1st level (4 slots): charm person, sleep, thunderwave, 
unseen servant 

2nd level (3 slots): calm emotions, enthrall, magic mouth, 
silence, suggestion 

3rd level (3 slots): dispel magic, feign death, nondetection 

4th level (1 slot): compulsion 
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ACTIONS 


Multiattack. Harkon makes two attacks: two with his violin, 
Bleeding Heart, (humanoid form) or one with his bite and one 
with his claws (beast or hybrid form). 


Bite (Beast or Hybrid Form Only). Melee Weapon Attack: +10 
to hit, reach 5 ft., one target. Hit: 13 (2d8 + 5) piercing damage 
plus 14 (4d6) necrotic damage. If the target is a Humanoid, it 
must succeed on a DC 17 Constitution saving throw or be cursed 
with loup garou lycanthropy. 


Claws (Beast or Hybrid Form Only). Melee Weapon Attack: +10 
to hit, reach 5 ft., one target. Hit: 11 (2d6 + 5) slashing damage. 

If the target is a creature, it must succeed on a DC 18 Strength 
saving throw or be knocked prone. 


Bleeding Heart (Humanoid Form Only). Melee Weapon 
Attack: +10 to hit, reach 5 ft., one target. Hit: 13 (2d8 + 5) 
bludgeoning damage. 


Discordant Melody (Humanoid Form Only). Harkon plays 
an onerous song on his violin, Bleeding Heart. One creature 
of Harkon’s choice that can hear him and is within 60 feet of 
him must succeed on a DC 16 Wisdom saving throw or take 16 
(3d10) psychic damage. 


Thunderous Melody (Humanoid Form Only; Recharge 4-6). 
Harkon plays a thunderous song on his violin, Bleeding Heart. 
Creatures of Harkon’s choice that can hear him and are within 30 
feet of him must make a DC 16 Constitution saving throw, taking 
21 (6d6) thunder damage on a failed save, or half as much ona 
successful one. Creatures that are within 10 feet of him and fail 
their saving throws are also deafened until the start of Harkon’s 
next turn. 


LEGENDARY ACTIONS 


Harkon can take 3 legendary actions, choosing from the options 
below. Only one legendary action can be used at a time and 
only at the end of another creature’s turn. Harkon regains spent 
legendary actions at the start of his turn. 


Swipe. Harkon makes one claws attack (beast or hybrid form 
only) or one attack with Bleeding Heart (humanoid form only). 


Mauling Pounce (Costs 2 Actions). Harkon moves up to his 
speed without provoking opportunity attacks, and he can make one 
claws attack (beast or hybrid form only) or one Bleeding Heart 
attack (humanoid form only) against each creature it moves past. 


Bite (Costs 3 Actions). Harkon changes into hybrid or beast 
form and then makes one bite attack. 


HARKON LUKAS (TrER Iv) 


Medium monstrosity (shapechanger), neutral evil 


Armor Class 19 (natural armor) 
Hit Points 255 (30d8 + 120) 
Speed 40 ft. (50 ft. in beast form) 


STR DEX CON INT wis CHA 
24 (+7) 22 (46) 18(4+4) 14(42) 18(+4) 20 (+5) 


Saving Throws Dex +13, Con +11, Cha +12 

Skills Deception +12, Perception +17, Performance +18, Persuasion 
+12, Stealth +13 

Condition Immunities charmed, frightened 

Senses passive Perception 27 

Languages Common, Elvish (can’t speak in beast form) 

Challenge 21 (33,000 XP) Proficiency Bonus +7 


Shapechanger. As a bonus action, Harkon polymorphs into a Large 
wolf-humanoid hybrid or into a Large dire wolf, or back into his true 
form, which appears humanoid. His statistics, other than his size and 
speed, are the same in each form. Any equipment he is wearing or 
carrying isn’t transformed. He reverts to its true form if he dies. 


Special Equipment. Harkon’s violin, Bleeding Heart, is an instrument 
of the bards (cli lyre). He can play the instrument while casting a spell 
that causes any of its targets to be charmed on a failed saving throw, 
thereby imposing disadvantage on the save. The spell must have a 
somatic or a material component. He can also use the instrument to 
cast one of the following spells as an action (spell save DC 20): fly, 
invisibility, levitate, protection from evil and good, stone shape, wall of 
fire, and wind wall. Once the instrument has been used to cast a spell, it 
can’t be used to cast that same spell again until the next dawn. 


Bloody Frenzy. Harkon has advantage on attack rolls against a 
creature that doesn’t have all its hit points. 


Extraordinary Leap. Harkon’s long jump is up to 30 feet and its high 
jump is up to 20 feet, with or without a running start. 


Legendary Resistance (3/Day). If Harkon fails a saving throw, he can 
choose to succeed instead. 


Regeneration. Harkon regains 20 hit points at the start of each of his 
turns. If Harkon takes damage from a silver weapon, this trait doesn’t 
function at the start of his next turn. Harkon dies only if he starts his 
turn with 0 hit points and doesn’t regenerate. 


Spellcasting. Harkon is a 7th-level spellcaster. His spellcasting ability is 
Charisma (spell save DC 20, +12 to hit with spell attacks). Harkon knows 
the following spells: 


Cantrips (at will): dancing lights, minor illusion, mending, vicious mockery 
1st level (4 slots): charm person, sleep, thunderwave, unseen servant 
2nd level (3 slots): calm emotions, enthrall, magic mouth, silence, suggestion 
3rd level (3 slots): dispel magic, feign death, nondetection 

Ath level (3 slots): compulsion, phantasmal killer 

5th level (1 slot): geas 


ACTIONS 

Multiattack. Harkon makes three attacks: three with his violin, 
Bleeding Heart, (humanoid form) or one with his bite and two with his 
claws (beast or hybrid form). 


Bite (Beast or Hybrid Form Only). Melee Weapon Attack: +14 to hit, 
reach 5 ft., one target. Hit: 15 (2d12 +7) piercing damage plus 14 (4d6) 
necrotic damage. If the target is a Humanoid, it must succeed on a DC 19 
Constitution saving throw or be cursed with loup garou lycanthropy. 


Claws (Beast or Hybrid Form Only). Melee Weapon Attack: +14 to 
hit, reach 5 ft., one target. Hit: 13 (2d10 + 7) slashing damage. If the 
target is a creature, it must succeed on a DC 22 Strength saving throw 
or be knocked prone. 


Bleeding Heart (Humanoid Form Only). Melee Weapon Attack: +14 to 
hit, reach 5 ft., one target. Hit: 15 (2d8 + 7) bludgeoning damage. 


Discordant Melody (Humanoid Form Only). Harkon plays an 
onerous song on his violin, Bleeding Heart. One creature of Harkon’s 
choice that can hear him and is within 60 feet of him must succeed ona 
DC 19 Wisdom saving throw or take 16 (3d10) psychic damage. 


Eviscerate (Hybrid Form Only; Recharge 5-6). Harkon makes four 
claw attacks against one creature. Regardless of whether the attacks hit 
or miss, the target must succeed on a DC 19 Wisdom saving throw or 
be frightened for 1 minute. The creature can repeat this saving throw 
at the end of its turns, ending this effect on a success. 


Thunderous Melody (Humanoid Form Only; Recharge 4-6). 
Harkon plays a thunderous song on his violin, Bleeding Heart. 
Creatures of Harkon’s choice that can hear him and are within 30 feet 
of him must make a DC 19 Constitution saving throw, taking 21 (6d6) 
thunder damage on a failed save, or half as much on a successful one. 
Creatures that are within 10 feet of him and fail their saving throws are 
also deafened until the start of Harkon’s next turn. 


LEGENDARY ACTIONS 


Harkon can take 3 legendary actions, choosing from the options below. 
Only one legendary action can be used at a time and only at the end of 
another creature’s turn. Harkon regains spent legendary actions at the 
start of his turn. 


Swipe. Harkon makes one claws attack (beast or hybrid form only) or 
one attack with Bleeding Heart (humanoid form only). 


Mauling Pounce (Costs 2 Actions). Harkon moves up to his speed 
without provoking opportunity attacks, and he can make one claws 
attack (beast or hybrid form only) or one Bleeding Heart attack 
(humanoid form only) against each creature it moves past. 


Bite (Costs 3 Actions). Harkon changes into hybrid or beast form and 
then makes one bite attack. 


Terrifying Howl (Costs 2 Actions). Harkon unleashes a blood-curdling 
howl. Humanoids and beasts within 30 feet of Harkon that can see or 
hear him must succeed on a DC 19 Wisdom saving throw or become 
frightened until the end of Harkon’s next turn. 


LAIR ACTIONS 


While he is in The Old Kartakan Inn and Taverna in Skald, Harkon can use lair actions as long as he isn’t incapacitated. The DC for saving 
throws imposed by these lair actions are determined by his statistics: DC 14 at Tier II, DC 16 at Tier III, and DC 17 at Tier IV. On initiative 
count 20 (losing initiative ties), Harkon can take one of the following lair action options, or forgo using any of them in that round: 


e Harkon targets any number of doors and windows that he can see, causing each one to either open or close as he wishes. Closed 
doors can be magically locked (needing a successful DC 20 Strength check to force open) until Harkon chooses to end the effect, 
or until Harkon uses this lair action again. 

e Harkon casts programmed illusion (requiring no material components) or major illusion. 

e Harkon targets any number of light sources that he can see, igniting or extinguishing each one as he wishes. 

e Harkon targets any number of musical instruments he can hear in the inn, silencing them. He can also target one singing creature 
he can hear, who must succeed on a Charisma saving throw or be silenced until initiative count 20 of the next round. Until then, 
the creature can’t speak or use verbal components for spells. 
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AZLIK IS THE WIZARD-TYRANT OF 
Hazlan, a land devastated by unchecked 
magic and lorded over by amoral 
wizards. He has statistics similar to Ea 
an archmage but, thanks to the Dark 
Powers, can’t learn new spells. Thus, 

he seeks out magic items to complement his stunted 
spellcasting. 

Lair Actions. The Dark Powers further torment Hazlik 
by denying him lair actions, which his Darklord peers 
often enjoy. Fearful that he may lose face in front of his 
rare guests and visiting apprentices, Hazlik goes about 
warding vast sections of his palace, Venificus, with spells 
that further paint the illusion that he is an all-powerful 
archmage. In reality, he struggles to exert his will upon 
the palace. True to his ego, he refuses to acknowledge 
that this ineptitude echoes his inability to control 
Hazlan, its wild magic, and the Lacuna that threatens 
to devour it. 


ee 

DESIGN PHILOSOPHY 

Hazlik is a wizard and spymaster. Armed with apprentices 

and nearly endless resources, he is a cunning foe that proves 

fragile in battle. When designing his statistics, the following 

was considered: 

e Thanks to the Dark Powers, Hazlik can’t learn new spells 
and can only cast the spells he prepared before entering the 
Domains of Dread. However, this restriction is largely softened 
by him being similar to an archmage. Thus, this supplement 
leaves Hazlik with far fewer spells than expected but bedecks 
him in magic items to compensate. 

e Because Hazlik cannot amass further knowledge, he is stuck 
with Tier III statistics. The supplement intentionally leaves him 
weaker in the long-run (compared to his Darklord peers) to »* 
illustrate just how deeply the Dark Powers have humiliated him. 

e Hazlik has a low passive Perception score—ironic, since he 
spends so much time spying on Hazlon through the Eyes of 
Hazlik. So engrossed with his arcane voyeurism, the wizard 
often fails to notice events in his immediate vicinity. 

e As a wizard obsessed with experimentation, Hazlik’s list of 
prepared spells feature many transmutation spells. 

e Hazlik steals credit for his apprentices’ many innovations. This 
is reflected in his special Take Credit reaction. 
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HAZLIK 


Medium humanoid (human), neutral evil 


Armor Class 14 (bracers of defense; 17 with mage armor) 
Hit Points 117 (18d8 + 36) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 
10 (+0) 14(+2) 14(+2) 20(+5) 15 (+2) 16 (+3) 


Saving Throws Int +10, Wis +7 

Skills Arcana +15, History +10, Insight +12 

Damage Immunities poison (periapt of proof against poison) 

Condition Immunities poisoned (periapt of proof against 
poison) 

Senses passive Perception 12 

Languages Abyssal, Common, Draconic, Elvish 

Challenge 15 (13,000 XP) Proficiency Bonus +5 


Special Equipment. Hazlik wears a ring of regeneration, a 
ring of x-ray vision, a periapt of proof against poison, a cloak of 
displacement and bracers of defense, and he wields a staff of 
frost with 10 charges. 


Cloak of Displacement. The cloak projects an illusion of Hazlik, 
imposing disadvantage on attack rolls made against him. If he 
takes damage, the cloak ceases to function until the start of his 
next turn. The cloak’s property is also suppressed while Hazlik is 
incapacitated, restrained, or otherwise unable to move. 


Legendary Resistance (3/Day). If Hazlik fails a saving throw, he 
can choose to succeed instead. 


Magic Resistance. Hazlik has advantage on saving throws 
against spells and other magical effects. 


Master Attuner. Hazlik can attune up to five magic items. 


Ring of Regeneration. Hazlik regains 1d6 hit points every 10 
minutes, provided he has at least 1 hit point. If Hazlik loses 

a body part, the ring causes it to regrow and return to full 
functionality after 1d6+1 if he has at least 1 hit point the 
whole time. 


Ring of Mind Shielding. Hazlik is immune to magic that allows 
other creatures to read his thoughts, determine whether he is 
lying, know his alignment, or know his creature type. Creatures 
can only telepathically communicate with Hazlik if he allows 

it. If Hazlik dies, his soul enters the ring; he can telepathically 
communicate with any creature wearing the ring. 


Spellcasting. Hazlik is an 18th-level spellcaster. His spellcasting 
ability is Intelligence (spell save DC 18, +10 to hit with spell 

attacks). Hazlik can cast shield and misty step at will and has the 
following wizard spells prepared: 


| 


Cantrips (at will): fire bolt, light, mage hand, ray of frost, 
shocking grasp 

1st level (4 slots): chromatic orb, detect magic, feather fall, 
identify, mage armor*, thunderwave 

2nd level (3 slots): alter self, enlarge/reduce 

3rd level (3 slots): counterspell, lightning bolt, fly 

4th level (3 slots): fabricate, polymorph 

5th level (3 slots): teleportation circle 

6th level (1 slot): flesh to stone 

7th level (1 slot): reverse gravity, sequester 

8th level (1 slot): mind blank* 

9th level (1 slot): true polymorph 


* Hazlik casts these spells on himself before combat. 


ACTIONS 


Staff of Frost. While holding this staff, Hazlik can expend 1 

or more of its charges to cast one of the following spells from 
it (spell save DC 18): cone of cold (5 charges), fog cloud (1 
charge), ice storm (4 charges), or wall of ice (4 charges). The 
staff regains 1d6 + 4 charges daily at dawn. If its last charge 

is expended, roll a d20; ona 1, the staff turns to water and 

is destroyed. 


Ring of X-Ray Vision. Hazlik speaks the ring’s command word, 
allowing him to see through solid matter for 1 minute out to 

a range of 30 feet. This vision can penetrate 1 foot of stone, 1 
inch of common metal, or up to 3 feet of wood or dirt. Thicker 
substances block the vision, as does a thin sheet of lead. If Hazlik 
uses the ring again before taking a long rest, he must succeed on 
a DC 15 Constitution saving throw or gain one level of exhaustion. 


REACTIONS 


Take Credit. Whenever an allied humanoid of Hazlik’s casts a 
wizard spell he does not have prepared, he can cast it himself, 
using his spell save DC or spell attack bonus instead of the 
original spellcaster’s. The ally must be within 60 feet of him and 
Hazlik must be able to perceive the spell being cast. 


LEGENDARY ACTIONS 


Hazlik can take 3 legendary actions, choosing from the options 
below. Only one legendary action can be used at a time and 
only at the end of another creature’s turn. Hazlik regains spent 
legendary actions at the start of his turn. 


Cantrip. Hazlik casts a cantrip. 


Cast Minor Spell (Costs 2 Actions). Hazlik casts a 1st- or 2nd- 
level spell. 


Cast Major Spell (Costs 3 Actions). Hazlik casts a 3rd- or 4th- 
level spell. 


ISOLDE 
E 


SOLDE, AN ELF, IS THE DARKLORD AND 
guardian of the Carnival, a traveling 
domain that visits other Domains of 
Dread and even the Material Plane. Van 
) Richten’s Guide to Ravenloft has Isolde 
“use statistics similar to a cambion but this 
supplement reimagines her as a true eladrin that is later 
corrupted into something similar to the shadar-kai. 
Lair Actions. Isolde commands several benign lair 
actions that allow her to further ward and watch over 
the Carnival. The entire Carnival, but not the Litwick 
Market that follows it, counts as her lair. 


DESIGN PHILOSOPHY 

As an eladrin, Isolde makes for a unique foe the likes of which 
most adventurers have never seen before. When designing her 
statistics, the following was considered: 

e Isolde’s motives are just and good, but misguided, hence her 
chaotic good alignment. 

e Isolde begins at Tier II statistics, but can be safely engaged 
by adventurers as low as 5th-level. Without Nepenthe, she is 
effectively CR 3 anda Tier | foe. Her later statistics likewise 
place her at the lower end of a tier’s spectrum of difficulty. 

e As Isolde’s power grows, so too does her connection to the 
Shadowfell. Instead of growing as an eladrin, Isolde begins to 
inherit powers eerily reminiscent of the shadar-kai. Her heart 
and mind likewise become corrupted by gloom and cynicism, 
much to Nepenthe’s delight. 

e As her conviction and bond with Nepenthe grows, Isolde 
develops truesight—which she intends to use to root out fey 
predators and find the Caller. 

e Isolde is not an antagonistic Darklord; she is, in fact, a good 
person that has lost her way (and is tormented by an archfey’s 
wish spell and a sadistic, bloodthirsty sentient weapon). She 
is not truly a villain expected to be killed by adventurers. This 
factored into the decision to cap her statistics at Tier Ill. 


ISOLDE (TER 11) 


Medium humanoid (elf), chaotic good 


Armor Class 13 (leather armor) 
Hit Points 65 (10d8 + 20) 
Speed 30 ft. 


STR DEX CON INT wis CHA 
16 (43) 15(+2) 15(42) 14(42) 15 (+2) 18 (+4) 


Saving Throws Wis +5, Cha +7 

Skills Athletics +6, Acrobatics +5, Arcana +5, Perception +5 
Senses passive Perception 15 
Languages Common, Elvish, Sylvan 
Challenge 6 (2,300 XP) Proficiency Bonus +3 
Special Equipment. Isolde wields a sentient, neutral evil holy 
avenger longsword named Nepenthe with an Intelligence of 

10, a Wisdom of 8, and a Charisma of 18. It has hearing and 
darkvision out to a range of 60 feet, can read and understand 
Elvish, but only speak Elvish through Isolde, with whom Nepenthe 
communicates telepathically. 


Seasonal Attunement. During a long rest, Isolde chooses to 
attune to spring, summer, autumn, or winter. Her choice grants 
her additional benefits (see “Fey Step” below). 


Fey Ancestry. Isolde has advantage on saving throws against 
being charmed and magic can’t put her to sleep. 


Fey Step (1/Day). As a bonus action, Isolde magically 
teleports up to 30 feet to an unoccupied space she can see. 
This ability imposes an additional effect depending on Isolde’s 
seasonal attunement: 


e If Isolde is attuned to autumn, two creatures of Isolde’s choice 
she can see that are within 10 feet of her (after she teleports) 
must succeed on a DC 15 Wisdom saving throw or be charmed 
by her for 1 minute or until she or any of her companions deal 
damage to them. 

e If Isolde is attuned to spring, she can touch one creature 
within 5 feet of her as part of that bonus action. That creature 
teleports instead of Isolde to the space of her choice. 


e If Isolde is attuned to summer, each creature of her choice 
within 5 feet of her (after she teleports) takes 5 (1d10) 

fire damage. 

e If Isolde is attuned to winter, one creature of her choice 
within 5 feet of her (before she teleports) must succeed on 
a DC 15 Wisdom saving throw or be frightened by for up to 1 
minute. The creature can repeat its Wisdom saving throw at 
the end of its turns, ending this effect on a success. 


Holy Aura. While Isolde has Nepenthe drawn, she exudes a 
10-foot-radius aura that grants her and her allies advantage on 
saving throws against spells and other magical effects. 


Legendary Resistance (2/Day). If Isolde fails a saving throw, 
she can choose to succeed instead. 


Nepenthe’s Vigil. While Nepenthe is on Isolde’s person, she 
adds her proficiency bonus to her initiative checks. 


ACTIONS 
Multiattack. Isolde makes two attacks with Nepenthe. 


Nepenthe. Melee Weapon Attack: +9 to hit, reach 5 ft., one 
target. Hit: 10 (1d8 + 6) slashing damage or 11 (1d10 + 6) 
slashing damage if used with two hands. If the target is a fiend or 
undead, it takes an extra 11 (2d10) radiant damage. 


LEGENDARY ACTIONS 


Isolde can take 3 legendary actions, choosing from the options 
below. Only one legendary action can be used at a time and 
only at the end of another creature’s turn. Isolde regains spent 
legendary actions at the start of her turn. 


Attack. Isolde makes one attack. 


Move. Isolde moves up to her speed without provoking 
opportunity attacks. 


En Garde (Costs 2 Actions). Until the start of Isolde’s next 
turn, her AC increases by 2. Additionally, if a creature she can 
see hits her with a melee weapon attack while she is wielding a 
longsword, she can use her reaction to reduce the damage by 
1d10; the target takes slashing damage equal to the amount of 
damage reduced. 


ISOLDE (TER 11) 


Medium humanoid (elf), chaotic good 


Armor Class 19 (leather armor) 
Hit Points 120 (16d8 + 48) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 
18 (+4) 16 (+3) 16 (+3) 16 (+3) 17 (+3) 18 (+4) 


Saving Throws Dex +7, Wis +7, Cha +8 

Skills Athletics +8, Acrobatics +11, Arcana +7, Perception +7 

Damage Resistances cold (winter), fire (summer), lightning 
(autumn), necrotic (spring) 

Condition Immunities charmed 

Senses truesight 30 ft., passive Perception 17 

Languages Common, Elvish, Sylvan 


Challenge 9 (5,000 XP) Proficiency Bonus +4 


Special Equipment. Isolde wields a sentient, neutral evil holy avenger 
longsword named Nepenthe with an Intelligence of 10, a Wisdom of 

8, and a Charisma of 18. It has hearing and darkvision out to a range of 
60 feet, can read and understand Elvish, but only speak Elvish through 
Isolde, with whom Nepenthe communicates telepathically. 


Seasonal Attunement. During a long rest, Isolde chooses to 
attune to spring, summer, autumn, or winter. Her choice grants her 
additional benefits (see “Damage Resistances” and “Fey Step”). 


Armor of Shadows. Isolde’s AC includes her Charisma modifier. 
Fey Ancestry. Magic can’t put Isolde to sleep. 


Fey Step (3/Day). As a bonus action, Isolde magically teleports up 
to 30 feet to an unoccupied space she can see. This ability imposes an 
additional effect depending on Isolde’s seasonal attunement: 


e If Isolde is attuned to autumn, two creatures of Isolde’s choice 

she can see that are within 10 feet of her (after she teleports) must 
succeed on a DC 16 Wisdom saving throw or be charmed by her for 1 
minute or until she or any of her companions deal damage to them. 

e If Isolde is attuned to spring, she can touch one creature within 5 feet 
of her as part of that bonus action. That creature teleports instead of 
Isolde to the space of her choice. 

e If Isolde is attuned to summer, each creature of her choice within 5 
feet of her (after she teleports) takes 11 (2d10) fire damage. 

e If Isolde is attuned to winter, one creature of her choice within 5 feet 
of her (before she teleports) must succeed on a DC 16 Wisdom saving 
throw or be frightened by for up to 1 minute. The creature can repeat 
its Wisdom saving throw at the end of its turns, ending this effect on 

a success. 


LAIR ACTIONS 


Holy Aura. While Isolde has Nepenthe drawn, she exudes a 30-foot- 
radius aura that grants her and her allies advantage on saving throws 
against spells and other magical effects. 


Legendary Resistance (3/Day). If Isolde fails a saving throw, she 
can choose to succeed instead. 


Innate Spellcasting. |solde’s innate spellcasting ability is Charisma 
(spell save DC 16). She can innately cast the following spells, 
requiring no material components: 


At will: jump (self only) 
3/day each: darkness, pass without trace, silence 
1/day each: blindness/deafness, blinding smite 


Nepenthe’s Vigil. While Nepenthe is on Isolde’s person, she adds her 
proficiency bonus to her initiative checks. 


Shadowstep. As a bonus action, Isolde can teleport up to 60 feetto | 
an unoccupied space she can see. Both the space she teleports from 
and the space she teleports to must be in dim light or darkness. Isolde 
can use this ability between the weapon attacks of another action 

she takes. 


ACTIONS 
Multiattack. Isolde makes three attacks with Nepenthe. 


Nepenthe. Melee Weapon Attack: +11 to hit, reach 5 ft., one target. 
Hit: 16 (2d8 + 7) slashing damage or 18 (2d10 + 7) slashing damage 
if used with two hands. If the target is a fiend or undead, it takes an 
extra 11 (2d10) radiant damage. 


LEGENDARY ACTIONS 


Isolde can take 3 legendary actions, choosing from the options below. 
Only one legendary action can be used at a time and only at the end of 
another creature’s turn. Isolde regains spent legendary actions at the 
start of her turn. 


Attack. Isolde makes one attack. 


Move. Isolde moves up to her speed without provoking 
opportunity attacks. 


Disarm and Disorient (Costs 2 Actions). Isolde makes one attack 
with Nepenthe against a target. Instead of dealing damage, the 
creature is disarmed of a weapon it is holding and falls prone. 


En Garde (Costs 2 Actions). Until the start of Isolde’s next turn, her 
AC increases by 3. Additionally, if a creature she can see hits her with 
a melee weapon attack while she is wielding a longsword, she can use 
her reaction to reduce the damage by 2d10; the target takes slashing 
damage equal to the amount. 


Isolde can take lair actions as long as she isn’t incapacitated. The DC for saving throws imposed by these lair actions are 
determined by her statistics: DC 15 at Tier II and DC 16 at Tier III. On initiative count 20 (losing initiative ties), Isolde can 
take one of the following lair action options, or forgo using any of them in that round: 


e Isolde calls forth a fog that heavily obscures a 60-foot-diameter sphere centered on her. The fog dissipates at initiative 


count 20 next round. 


e While standing in a tent, Isolde wards it and its inhabitants from divination magic and grants them advantage on saving 
throws against being charmed or possessed. These effects last until initiative count 20 the next round. 
e Isolde targets up to four unoccupied 5-foot cubes within 60 feet of her. If a cube is brightly lit, it becomes dimly lit; if it is 


dimly lit, it becomes darkness. 
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IVANA BORITSI 


VANA BoriTsI IS THE CO-DARKLORD OF 

Borca. A genius alchemist, she wields 

a wide array of poisons and potions. 

Ordinarily, Ivana has the statistics similar 

) to a spy that has been inured to poison 

after years of alchemical exposure. Under 
this supplement, her statistics range from Tier I to Tier 
II, thanks to her ability to replicate wizard spells of 
7th-level or lower. 

Alchemical Arsenal. As described in Van Richten’s, 
Ivana has the knowledge and materials to create 
poisons and potions that replicate wizard spells of 7th- 
level or lower. This supplement takes this a step farther 
to provide balanced options for her potions. She carries 
three or more of these potions in battle (as detailed 
below). For the sake of streamlined combat, you do 
not need to decide what spell-replicants she prepared 
beforehand; simply choose one in the moment for 
added versatility. 

Lair Actions. Ivana can take lair actions while in 
the Boritsi estate, regardless of which statistics you 
use. However, her lair actions are rooted in the 
mundane—they are alchemical potions she has rigged 
in preparation of conflict or intrigue. Describe the 
use of her lair actions as reaching into a drawer or 
potted plant for a potion, pulling a near-invisible 
cord to activate a trap, or hurling a vial of perfume 
laced with alchemical effects. Like with all her 


potions, these concoctions can mimic wizard spells, as 
described below. 


DESIGN PHILOSOPHY 

Ivana is a clever manipulator that works from the shadows. Given 

time to prepare, she can orchestrate all manner of ill events. 

When designing her statistics, the following was considered: 

elvana is not a warrior, hence her meager hit points but distant 
attacks. She survives by her wit and dexterity (her Callous 
Genius and Cunning Action features). 

e Since Borca is an entirely human domain, Ivana has studied 
Draconic, which is considered a scholarly pursuit in her realm, 
rather than other nonhuman languages. 

¢lvana’s strength derives from alchemy. However, for the sake 
of balance, certain spell-replicants are beyond her ken until she 
reaches higher levels—for example, a potion replicating the 
fireball spell has no business being unleashed on a Tier | party. 


IVANA BORITSI (rr 1) 


Medium humanoid (human), chaotic evil 


Armor Class 16 
Hit Points 39 (6d8 + 12) 


Speed 30 ft. 
STR DEX CON INT WIS CHA 
9(-1) 16(43) EA E7 VA CEEE CYA 16 (43) 


Saving Throws Con +4, Int +5 

Skills Arcana +5, Insight +4, Investigation, +5, Nature +5, 
Perception +4 

Damage Immunities poison 

Condition Immunities poisoned 

Senses passive Perception 14 

Languages Common, Draconic 


Challenge 4 (1,100 XP) Proficiency Bonus +2 


Alchemic Arsenal (3/Day). As an action, Ivana uses a potion; 
she can imbibe it, administer it to a creature within 5 feet of her, 
or hurl it at a space within 40 feet of her. Ivana’s potions imitate 
the effects of a spell (save DC 13). She can replicate any of the 
following spells of her choice: darkvision, fog cloud, grease, sleep, 
stinking cloud, thunderwave, or web. Once Ivana replicates a spell, 
she cannot replicate that spell again until she finishes a long rest. 


Callous Genius. Ivana adds her Intelligence modifier to her 
initiative checks. Additionally, her AC includes her Intelligence 
modifier while she isn’t wearing armor. 


Cunning Action. On each of her turns, Ivana can use a bonus 
action to take the Dash, Disengage, or Hide action. 


Legendary Resistance (1/Day). If Ivana fails a saving throw, 
she can choose to succeed instead. 


ACTIONS 


Dagger. Melee or Ranged Weapon Attack: +5 to hit, reach 5 ft. or 
range 20/60 ft., one target. Hit: 5 (1d4 + 3) piercing damage plus 
3 (1d6) poison damage. 


Caustic Acid. Ranged Weapon Attack: +5 to hit, range 20 ft., one 
target. Hit: 7 (2d6) acid damage. On a hit, the target is coated 

in acid. If the target is a creature, it must succeed on a DC 13 
Constitution saving throw or be incapacitated until the start of 
Ivana’s next turn or until a creature within 5 feet of it uses an 
action to scrape off the acid from the creature. 
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IVANA BORITSI (tier n) 


Medium humanoid (human), chaotic evil 


Armor Class 17 
Hit Points 84 (13d8 + 26) 


Speed 30 ft. 
STR DEX CON INT WIS CHA 
9 (-1) 16 (+3) 15 (42) 19(+4) 15(+2) 16 (43) 


Saving Throws Con +5, Int +7 

Skills Arcana +7, Nature +10, Insight +5, Investigation +10, 
Perception +5 

Damage Immunities poison 

Condition Immunities poisoned 

Senses passive Perception 15 

Languages Common, Draconic 


Challenge 7 (2,900 XP) Proficiency Bonus +3 


Alchemic Arsenal (3/Day). As an action, Ivana uses a potion; 
she can imbibe it, administer it to a creature within 5 feet of her, 
or hurl it at a space within 40 feet of her. Ivana’s potions imitate 
the effects of a spell (save DC 15). She can replicate any of the 
following spells of her choice: darkvision, fog cloud, grease, sleep, 
stinking cloud, thunderwave, or web. Once Ivana replicates a spell, 
she cannot replicate that spell again until she finishes a long rest. 


Callous Genius. Ivana adds her Intelligence modifier to her 
initiative checks. Additionally, her AC includes her Intelligence 
modifier while she isn’t wearing armor. 


Cunning Action. On each of her turns, Ivana can use a bonus 
action to take the Dash, Disengage, or Hide action. 


Legendary Resistance (2/Day). If Ivana fails a saving throw, 
she can choose to succeed instead. 


ACTIONS 
Multiattack. Ivana makes two attacks with her dagger. 


Dagger. Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft. or 
range 20/60 ft., one target. Hit: 5 (1d4 + 3) piercing damage plus 
5 (1d10) poison damage. 


Caustic Acid. Ranged Weapon Attack: +6 to hit, range 20 ft., one 
target. Hit: 10 (3d6) acid damage. Ona hit, the target is coated 
in acid. If the target is a creature, it must succeed on a DC 15 
Constitution saving throw or be incapacitated until the start of 
Ivana’s next turn or until a creature within 5 feet of it uses an 
action to scrape off the acid from the creature. 


LEGENDARY ACTIONS 


Ivana can take 3 legendary actions, choosing from the options 
below. Only one legendary action can be used at a time and 
only at the end of another creature’s turn. Ivana regains spent 
legendary actions at the start of her turn. 


Attack. Ivana makes one attack. 


Minor Potion (Costs 2 Actions). Ivana uses her Alchemical 
Arsenal feature, choosing one of the following spells to replicate: 
darkvision, fog cloud, grease, thunderwave, or web. 


Greater Potion (Costs 3 Actions). Ivana uses her Alchemical 
Arsenal feature, choosing one of the following spells to replicate: 
burning hands, fireball, invisibility, sleep, or stinking cloud. 


IVANA BORITSI (tier 1) 


Medium humanoid (human), chaotic evil 


Armor Class 18 
Hit Points 104 (16d8 + 32) 


Speed 30 ft. 
STR DEX CON INT wis CHA 
9(-1) 16(+3) 15(42) 20045) 17 (+3) 17 (43) 


Saving Throws Con +6, Int +9, Wis +7 

Skills Arcana +9, Nature +13, Insight +5, Investigation +13, 
Perception +7 

Damage Immunities poison 

Condition Immunities poisoned 

Senses passive Perception 17 

Languages Common, Draconic 


Challenge 10 (5,900 XP) Proficiency Bonus +4 


Alchemic Arsenal (9/Day). As an action, Ivana uses a potion; 
she can imbibe it, administer it to a creature within 5 feet of her, 
or hurl it at a space within 40 feet of her. Ivana’s potions imitate 
the effects of a spell (save DC 17). She can replicate any of the 
following spells of her choice: burning hands, cloudkill, darkvision, 
fireball, flesh to stone, fog cloud, grease, invisibility, mass 
suggestion, modify memory, Nystul’s magic aura, sleep, stinking 
cloud, stoneskin, or web. Once Ivana replicates a spell, she cannot 
replicate that same spell again until she finishes a long rest. 


Callous Genius. Ivana adds her Intelligence modifier to her 
initiative checks. Additionally, her AC includes her Intelligence 
modifier while she isn’t wearing armor. 


Cunning Action. On each of her turns, Ivana can use a bonus 
action to take the Dash, Disengage, or Hide action. 


ACTIONS 


Multiattack. Ivana makes two attacks with her dagger. 


Dagger. Melee or Ranged Weapon Attack: +7 to hit, reach 5 ft. or 
range 20/60 ft., one target. Hit: 5 (1d4 + 3) piercing damage plus 
11 (2d10) poison damage. 


Caustic Acid. Ranged Weapon Attack: +7 to hit, range 20 ft., one 
target. Hit: 10 (3d6) acid damage. On a hit, the target is coated 
in acid. If the target is a creature, it must succeed ona DC 17 
Constitution saving throw or be incapacitated until the start of 
Ivana’s next turn or until a creature within 5 feet of it uses an 
action to scrape off the acid from the creature. 


Kiss of Death. Melee Weapon Attack: +7 to hit, reach 5 ft., 

one willing creature, or a creature that is grappled by Ivana, 
incapacitated, or restrained. Hit: 22 (4d10) poison damage and 
the target must succeed on a DC 17 Constitution saving throw or 
be poisoned for 1 minute. While poisoned in this way, the target 
is incapactiated. The target can repeat its saving throw at the end 
of its turns, ending the effect on a success. 


REACTIONS 


Perfumed Trick. When a creature enters within 5 feet of Ivana, 
she draws up her sleeve and produces a puff of debilitating 
perfume, targeting that creature. The creature must succeed on 
a DC 17 Wisdom saving throw or have disadvantage on attack 
rolls against Ivana until the start of the creature’s next turn. 


LEGENDARY ACTIONS 


Ivana can take 3 legendary actions, choosing from the 
options below. Only one legendary action can be used at a time 
and only at the end of another creature’s turn. Ivana regains 
spent legendary actions at the start of her turn. 


Attack. Ivana makes one attack with her dagger or caustic acid. 


Minor Potion (Costs 2 Actions). Ivana uses her Alchemical 
Arsenal feature, choosing one of the following spells to replicate: 
burning hands, darkvision, fog cloud, grease, invisibility, Nystul’s 
magic aura, sleep, web. 


Greater Potion (Costs 3 Actions). Ivana uses her Alchemical 
Arsenal feature, choosing one of the following spells to replicate: 
cloudkill, fireball, flesh to stone, mass suggestion, stinking 

cloud, stoneskin. 


LAIR ACTIONS 


Ivana can take lair actions while she is in the Boritsi estate as long as she isn’t incapacitated. The DC for saving 
throws imposed by these lair actions are determined by her statistics: DC 13 at Tier I, DC 15 at Tier II, and DC 17 
at Tier III. On initiative count 20 (losing initiative ties), Ivana can take one of the following lair action options, or 
forgo using any of them in that round: 


e Ivana unleashes a poisonous cloud, filling a 30-foot-diameter sphere she can see within 50 feet of her. The cloud 
spreads around corners, and its area is lightly obscured. It lasts for the duration or until a wind of moderate or 
greater speed (at least 10 miles per hour) disperses it. When the cloud appears, each creature in it must make a 
Constitution saving throw, taking 10 (3d6) poison damage on a failed save, or half as much on a successful one. On 
a failed save, a creature is also poisoned until the end of its next turn. 

- Ivana unleashes a perfume laced with mind-altering effects, filling a 15-foot-diameter sphere she can see within 
50 feet of her. The cloud spreads around corners, and its area is lightly obscured. It lasts for the duration or until a 
wind of moderate or greater speed (at least 10 miles per hour) disperses it. When the cloud appears, each creature 
in it must make a Wisdom saving throw. Creatures that fail the saving throw are charmed or frightened by Ivana 
(her choice, when she takes this lair action). 

- Ivana unleashes a debilitating acid, targeting a creature she can see within 30 feet of her. The target must succeed 
on a Constitution saving throw or be stunned until the end of their next turn. Ivana can’t use this lair action two 
rounds in a row. 
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IVAN DILISNYA 


PED HE ELDERLY [VAN DILISNYA IS THE CO- 
Darklord of Borca. Sustained by the 


Dark Powers, Ivan is well beyond 

his best days and forced to suffer in 
humiliation. He ordinarily has statistics 
similar to a noble, but this supplement 
embraces his wicked inventions to further vex foes. His 
statistics range from Tier I to Tier II, for although he 
retains the strength of his youth, he and his inventions 
can only do so much. Without clockwork minions, he 
is all but defenseless—but his would-be murderers will 
soon discover that they face not just him, but the Dark 
Powers. 

Wicked Wonderland. Ivan is obsessed with toys—toys 
that the Dark Powers magically augment in the heat of 
battle. A simple yo-yo becomes a rope of entanglement, 
and a mere kazoo can unleash a thunderous roar 
that leaves anyone but Ivan deaf. His whimsy is his 
greatest strength. Ivan does not know he possesses 
such terrifying weapons; the Dark Powers scrub his 
memories after a battle, lest he break free from his rut 
and seek a life outside his family’s manor. 

Lair Actions. The Dilisnya estate, Degravo, has 
bonded to the will of its dark master, granting Ivan lair 
actions regardless of which statistics you use. 


them anyway. 
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DESIGN PHILOSOPHY 
Even with the Dark Powers’ patronage, Ivan is still an elderly 
man. His strengths lie in bedeviling his foes with his strange toys. 
Without clockwork minions, he proves easy prey. The statistics 
below embrace the clockwork pram illustrated in Van Richten’s, 
which grant him several benefits. When designing his statistics, 
the following was considered: 
e Borca considers Draconic a scholarly language, which Ivan 
studied as a noble’s son. 
e Ivan is emboldened by the suffering of others, granting him 
the Sadistic Vigor feature. 
e The Dark Powers are largely responsible for Ivan’s 
prowess in battle. 
e The Dark Powers empower Ivan’s otherwise mundane toys, 
the abilities of which are based on Ivan’s Charisma. 
e Befitting his ignorance to the Dark Powers’ patronage, 
Ivan is unaware of his Lair Actions but unwittingly utilizes 


IVAN DILISNYA (tTrER 1) 


Medium humanoid (human), neutral evil 


Armor Class 11 (16 while in clockwork pram) 
Hit Points 26 (4d8 + 8) 
Speed 30 ft. (40 ft. while in clockwork pram) 


STR DEX CON INT WIS CHA 
14 (+2) 12(41) 14(+2) 15(+2) 15 (+2) 16 (+3) 


Saving Throws Str +4, Wis +4 

Skills Deception +7, Perception +4, Performance +7 
Condition Immunities prone (while in clockwork pram) 
Senses passive Perception 14 
Languages Common, Draconic 
Challenge 3 (700 XP) Proficiency Bonus +2 
Childlike Mimicry. Ivan can throw his voice to sound like a 

child. A creature that hears his mimicry can tell its an imitation 

by successfully contesting its Wisdom (Insight) check against his 
Charisma (Deception) check. 


Clockwork Pram. Ivan travels in a clockwork pram that sports 
spider-like legs. While in the pram, he counts as a Large creature, 
has half-cover from attacks made from outside 10 feet of him, 
and his long jump distance increases to 20 feet, with or without a 
running start. 


Legendary Resistance (1/Day). If Ivan fails a saving throw, he 
can choose to succeed instead. 


Sadistic Vigor. Ivan gains 8 (1d10 + 3) temporary hit points 


whenever a creature, other than himself, within 120 feet of him 
suffers a critical hit or is reduced to 0 hit points. Ivan must be 
able to see the creature to use this feature. 


ACTIONS 
Multiattack. |van makes two attacks. 


Dagger. Melee or Ranged Weapon Attack: +4 to hit, reach 5 ft. or 
range 20/60 ft., one target. Hit: 4 (1d4 + 2) piercing damage. 


Pram Strike (Pram Only). Melee Weapon Attack: +3 to hit, 
reach 10 ft., one target. Hit: 4 (1d8) piercing damage. 


Devilish Kazoo. Ivan blows into his kazoo. All creatures, other than 
Ivan and constructs, that are within 30 feet of him and can hear him 
must make a DC 13 Constitution saving throw, taking 11 (2d10) 
thunder damage on a failed save, or half as much on a successful one. 
A creature that fails its saving throw is also deafened until the start of 
lvan’s next turn. 


Fierce Pinwheel. Ivan blows into his pinwheel, unleashing a 
fierce gale. Creatures within 10 feet of him must succeed ona 
DC 13 Strength saving throw or be pushed back 10 feet from 
Ivan. If a creature affected by this ability is pushed into another 
creature, both creatures take 3 (1d6) bludgeoning damage from 
the collision. 


Treacherous Marbles. Ivan spills a bag of marbles, which roll 
away from him in a 15-foot line. Creatures within the line must 
succeed on a DC 13 Dexterity saving throw or fall prone. Ona 
failed save, a creature also takes 1d6 bludgeoning damage. The 
marbles continue to roll away from Ivan at the start of his next 
turn, affecting another 15-foot line. Until the marbles travel 30 
feet, Ivan can’t use this ability again. 


IVAN DILISNYA (TIER 11) 


Medium humanoid (human), neutral evil 


Armor Class 12 (17 while in clockwork pram) 
Hit Points 75 (10d8 + 30) 
Speed 30 ft. (50 ft., climb 30 ft. while in clockwork pram) 


STR 
16 (+3) 


DEX 
14 (+2) 


CON INT 
16 (+3) 15 (+2) 


WIS 
15 (+2) 


CHA 
19 (+4) 


Saving Throws Str +6, Wis +5 

Skills Deception +10, Perception +5, Performance +10 
Condition Immunities prone (while in clockwork pram) 
Senses passive Perception 15 

Languages Common, Draconic 


Challenge 6 (2,300 XP) Proficiency Bonus +3 


Childlike Mimicry. Ivan can throw his voice to sound like a child. A 
creature that hears his mimicry can tell its an imitation by successfully 
contesting its Wisdom (Insight) check against his Charisma 
(Deception) check. 


Clockwork Pram. Ivan travels in a clockwork pram that sports 
spider-like legs. While in the pram, he counts as a Large creature, 
has half-cover from attacks made from outside 10 feet of him, 
and his long jump distance increases to 20 feet, with or without 
a running start. 


Legendary Resistance (2/Day). If Ivan fails a saving throw, he 
can choose to succeed instead. 


Sadistic Vigor. Ivan gains 15 (2d10 + 4) temporary hit points 
whenever a creature, other than himself, within 120 feet of him 
suffers a critical hit or is reduced to 0 hit points. Ivan must be 
able to see the creature to use this feature. 


ACTIONS 


Multiattack. Ivan makes two attacks. 


Dagger. Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft. or 
range 20/60 ft., one target. Hit: 5 (1d4 + 3) piercing damage. 


Pram Strike (Pram Only). Melee Weapon Attack: +6 to hit, 
reach 10 ft., one target. Hit: 5 (1d8) piercing damage. 


Devilish Kazoo. Ivan blows into his kazoo. All creatures, other 
than Ivan and constructs, that are within 30 feet of him and can 
hear him must make a DC 15 Constitution saving throw, taking 
11 (2d10) thunder damage on a failed save, or half as much on 
a successful one. A creature that fails its saving throw is also 
deafened until the start of Ivan’s next turn. 


LAIR ACTIONS 


Fierce Pinwheel. Ivan blows into his pinwheel, unleashing a fierce 
gale. Creatures within 10 feet of him must succeed on a DC 15 
Strength saving throw or be pushed back 10 feet from Ivan. If a 
creature affected by this ability is pushed into another creature, 
both creatures take 3 (1d6) bludgeoning damage from the collision. 


Insidious Yoyo. Melee Weapon Attack: +7 to hit, reach 20 ft., 
one target. Hit: 9 (2d8 + 4) bludgeoning damage and the target 
is grappled (escape DC 15). Until this grapple ends, the creature 
is restrained, and Ivan can’t use his yoyo on another target. 


Treacherous Marbles. Ivan spills a bag of marbles, which roll 
away from him in a 15-foot line. Creatures within the line must 
succeed on a DC 15 Dexterity saving throw or fall prone. Ona 
failed save, a creature also takes 1d6 bludgeoning damage. The 
marbles continue to roll away from Ivan at the start of his next 
turn, affecting another 15-foot line. Until the marbles travel 30 
feet, Ivan can’t use this ability again. 


REACTIONS 


Dark Influence. Ivan unwittingly commands the influence of 

the Dark Powers. When a creature he can see within 60 feet of 

him makes a saving throw, he can impose disadvantage on that 
creature’s roll. If the creature fails their saving throw, Ivan barks 
with laughter. Creatures within 20 feet of him that can hear him 
must make a DC 15 Wisdom saving throw, taking 11 (2d10) psychic 
damage on a failed save, or half as much on a successful one. 


LEGENDARY ACTIONS 


Ivan can take 3 legendary actions, choosing from the options 
below. Only one legendary action can be used at a time and 
only at the end of another creature’s turn. Ivan regains spent 
legendary actions at the start of his turn. 


Use Toy. Ivan uses his Devilish Kazoo, Fierce Pinwheel, Insidious 
Yoyo, or Treacherous Marbles actions. 


Move. Ivan moves up to his speed without provoking 
opportunity attacks. 


Command Construct (Costs 2 Actions). Ivan targets one allied 
construct he can see within 30 feet of him. If the target can see 
and hear Ivan, the target can use its reaction to move up to half 
its speed (without provoking opportunity attacks) and make one 
weapon attack. Ivan does not need to be aware that the target is 
a construct to affect it with this action, but instinctively knows 
which creatures to command. 


While Ivan is in Degravo, his family estate, he can take lair actions as long as he isn’t incapacitated. The DC for 


saving throws imposed by these lair actions are determined by his statistics: DC 13 at Tier I and DC 15 at Tier II. On 
initiative count 20 (losing initiative ties), Ivan can take one of the following lair action options, or forgo using any of 
them in that round: 


e Ivan animates a doll he can see that is within 30 feet of him. The toy adopts a hideous, shadowy visage and targets 
one humanoid of Ivan’s choice that is within 10 feet of the doll. The target must succeed on a Wisdom saving 
throw or be frightened until the end of its next turn. 

e Ivan causes disparate toys to gather together. He targets 10-foot-square; the area becomes difficult terrain for 
creatures other than Ivan until initiative count 20 of the next round. 

e Ivan calls forth a clockwork minion provided by the Dark Powers. A seemingly human servant with the statistics 
of an animated armor (with 1 hit point) appears in an unoccupied space within 60 feet of Ivan. This space 
must be dimly lit or obscured by darkness. Ivan can’t use this lair action two rounds in a row if more than three 
animated armor are still alive. 
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Ueno lara RENIER 


| ACQUELINE RENIER, A WERERAT, IS THE 
Darklord of the plague-ridden Richemulot. 
J J- She ordinarily has the statistics of a 
|| wererat, but this supplement has capitalized 
on her title of Rat Queen to further sharpen 
her prowess in battle. Jacqueline is the 
dark sovereign behind Richemulot’s plague—a plague 
delivered by her most faithful minions: rats. 

Lair Actions. Beginning in Tier II, Jacqueline gains lair 


actions. However, these lair actions are rooted in the 
mundane, for the Rat Queen has no spellcasting at her 
disposal. Her minions, however, can unleash a number 
of traps on their sovereign’s foes. When using these lair 
actions, describe how Jacqueline makes a command (be it 
in the form of a gesture or a shouted order). 
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DESIGN PHILOSOPHY 
Jacqueline is the dark sovereign behind Richemulot’s many 
rat-driven plagues. When designing her statistics, the following 
was considered: 

eRichemulot sports a halfling populace; Jacqueline has studied 
the Halfling language. 

e Jacqueline is nothing without her lycanthropy, as reflected in 
her statistics. Even with such bestial strength, the height of her 
power leaves her as a low Tier II foe. 

e Although lycanthropy does not grant a person darkvision, the | 
supplement adds it to Jacqueline. Lycanthropes of the Domains | 
of Dread enjoy greater senses. | 

e Jacqueline is, first and foremost, a survivor. Her attacks 
amount to little damage, but she enjoys greater resilience, 
reflected by her Uncanny Dodge and Evasion traits. 

e Jacqueline’s Plague Explosion legendary action reflects her 
alchemists’ newest innovation: rats that are magically forced 
to explode on command, spreading the Gnawing Plague. The | 
adventurers will likely be the first to test its efficacy. 
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JACQUELINE RENIER (TIER 1) 


Medium humanoid (human, shapechanger),lawful evil 


Armor Class 12 
Hit Points 44 (8d8 + 8) 
Speed 30 ft. (climb 20 ft. in beast and hybrid form) 


STR 
10 (+0) 


DEX 
15 (+2) 


CON 
12 (+1) 


INT 
16 (43) 


WIS 
15 (+2) 


CHA 
16 (+3) 


Skills Deception +7, History +5, Nature +5, Perception +4, Persuasion 
+5, Stealth +4 

Damage Immunities bludgeoning, piercing, and slashing from 
nonmagical weapons that aren’t silvered 

Senses darkvision 60 ft., passive Perception 14 

Languages Common, Halfling (can’t speak in beast form) 

Challenge 4 (700 XP) Proficiency Bonus +2 


Shapechanger. Jaqueline can use her action to polymorph into a rat- 
humanoid hybrid or into a Small giant rat, or back into her true form, 
which is humanoid. Her statistics, other than her size, are the same in each 
form. Any equipment she is wearing or carrying isn’t transformed. She 
reverts to her true form if she dies. 


Legendary Resistance (1/Day). If Jaqueline fails a saving throw, she 
can choose to succeed instead. 


Immunized. Jacqueline is immune to disease. 


JACQUELINE RENIER (TIER 1) 


Medium humanoid (human, shapechanger),lawful evil 


Armor Class 13 
Hit Points 91 (14d8 + 28) 
Speed 30 ft. (climb 20 ft. in beast and hybrid form) 


STR 
12 (+1) 


DEX 
16 (+3) 


CON 
15 (+2) 


INT 
16 (+3) 


WIS 
16 (+3) 


CHA 
16 (+3) 


Skills Deception +9, History +6, Nature +6, Perception +9, Persuasion 
+6, Stealth +6 

Damage Immunities bludgeoning, piercing, and slashing from 
nonmagical weapons that aren’t silvered 

Senses darkvision 60 ft., passive Perception 19 

Languages Common, Halfling (can’t speak in beast form) 

Challenge 6 (2,300 XP) Proficiency Bonus +3 


Shapechanger. Jaqueline can use her action to polymorph into a rat- 
humanoid hybrid or into a Small giant rat, or back into her true form, 
which is humanoid. Her statistics, other than her size, are the same in 
each form. Any equipment she is wearing or carrying isn’t transformed. 
She reverts to her true form if she dies. 


Evasion. If Jacqueline is subjected to an effect that allows her to make 
a Dexterity saving throw to take only half damage, she instead takes no 
damage if she succeeds on the saving throw, and only half damage if she fails. 


Legendary Resistance (2/Day). If Jaqueline fails a saving throw, she 
can choose to succeed instead. 


Immunized. Jacqueline is immune to disease. 


Keen Smell. Jacqueline has advantage on Wisdom (Perception) checks 
that rely on smell. 


Rat Queen. Jacqueline can magically command and understand any 
rat in Richemulot that is within 120 feet of her. When a swarm of rats 
or a giant rat hits a creature with an attack while it is within 30 feet of 
Jacqueline, it deals 3 extra damage. 


ACTIONS 


Multiattack (Humanoid or Hybrid Form Only). Jaqueline makes two 
attacks, only one of which can be a bite. 
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Keen Smell. Jacqueline has advantage on Wisdom (Perception) checks 
that rely on smell. 


Rat Queen. Jacqueline can magically command and understand any 
rat in Richemulot that is within 120 feet of her. When a swarm of rats 
or a giant rat hits a creature with an attack while it is within 30 feet of 
Jacqueline, it deals 2 extra damage. 


ACTIONS 


Multiattack (Humanoid or Hybrid Form Only). Jaqueline makes two 
attacks, only one of which can be a bite. 


Bite (Beast or Hybrid Form Only). Melee Weapon Attack: +4 to hit, 
reach 5 ft., one target. Hit: 4 (1d4 + 2) piercing damage. If the target is 
a humanoid, it must succeed on a DC 11 Constitution saving throw or be 
cursed with wererat lycanthropy. 


Dagger (Humanoid or Hybrid Form Only). Melee or Ranged Weapon 
Attack: +4 to hit, reach 5 ft. or range 20/60 ft., one target. Hit: 4 (1d4 + 
2) piercing damage. 


Hand Crossbow (Humanoid or Hybrid Form Only). Ranged 
Weapon Attack: +4 to hit, range 30/120 ft., one target. Hit: 5 (1d6 + 2) 
piercing damage. 


Children of the Plague (1/Day). Jacqueline magically calls 3d4 
swarms of rats or 1d6 giant rats. The rats arrive in 1d4 rounds, acting 
as allies of Jacqueline and obeying her spoken commands. The beasts 
remain for 1 hour, until Jacqueline dies, or until she dismisses them as a 
bonus action. 


Bite (Beast or Hybrid Form Only). Melee Weapon Attack: +6 to hit, 
reach 5 ft., one target. Hit: 6 (1d6 + 3) piercing damage. If the target is 
a humanoid, it must succeed on a DC 13 Constitution saving throw or be 
cursed with wererat lycanthropy. 


Dagger (Humanoid or Hybrid Form Only). Melee or Ranged Weapon 
Attack: +6 to hit, reach 5 ft. or range 20/60 ft., one target. Hit: 5 (1d4 + 
3) piercing damage. 


Hand Crossbow (Humanoid or Hybrid Form Only). Ranged 
Weapon Attack: +6 to hit, range 30/120 ft., one target. Hit: 6 (1d6 + 3) 
piercing damage. 


Get ‘Em! (Recharge 5-6). Jacqueline commands up to three other 
wererats to attack a target of her choice within 30 feet of her, provided 
they can see or hear Jacqueline. Each of the selected wererats can use 
its reaction to make a melee or ranged attack against that target. 


Children of the Plague (1/Day). Jacqueline magically calls 3d4 swarms 
of rats or 1d6 giant rats. The rats arrive in 1d4 rounds, acting as allies of 
Jacqueline and obeying her spoken commands. The beasts remain for 1 
hour, until Jacqueline dies, or until she dismisses them as a bonus action. 


REACTIONS 


Uncanny Dodge. Jacqueline halves the damage that she takes from an 
attack that hits her. Jacqueline must be able to see the attacker. 


LEGENDARY ACTIONS 


Jacqueline can take 3 legendary actions, choosing from the options 
below. Only one legendary action can be used at a time and only at the 
end of another creature’s turn. Jacqueline regains spent legendary 
actions at the start of her turn. 


Attack. Jacqueline makes one attack. 


Move. Jacqueline moves up to her speed without provoking 
opportunity attacks. 


Plague Explosion (Costs 3 Actions). Jacqueline targets a swarm 
of rats or a giant rat that is within 60 feet of her, inciting a magical 
reaction with a spoken word. The target explodes, showering the area 
with diseased gore; creatures within 20 feet of the target take 3 (1d6) 
bludgeoning damage. Creatures within 10 feet of the target must make 
a DC 14 Constitution saving throw, taking 14 (4d6) poison damage ona 
failed save, or half as much on a successful one. A creature that fails its 
saving throw by 5 or more becomes infected with the Gnawing Plague. 
e 


. 
LAIR ACTIONS 


While she is in the Inverted Court below Chateau Delanuit, Jacqueline can use lair actions as long as she isn’t 
incapacitated. The DC for saving throws imposed by these lair actions are determined by her statistics: DC 13 at Tier 
I and DC 14 at Tier II. On initiative count 20 (losing initiative ties), Jacqueline can take one of the lair action options 
below, or forgo using any of them in that round. Jacqueline can’t choose the same lair action twice in a row: 


e Jacqueline commands a distant servant to open a flood valve within 30 feet of her. From that point, a 20-foot- 
wide, 30-foot-long, and 10-foot-tall line of sewage spills forth. Jacqueline chooses the path it takes. Creatures in 
the line must make a Dexterity saving throw, taking 10 (3d6) bludgeoning damage on a failed save, or half as much 
on a successful one. Creatures that fail their Dexterity saving throw are also poisoned until initiative count 20 of 


the next round. The sewage drains away immediately after this lair action is used. 

e Jacqueline calls forth a tide of rats, which appear at a point of her choice within 30 feet of her. The rats move up to 
20 feet from that point, moving as Jacqueline commands. Every creature whose space the rats pass through take 5 
(1d10) piercing damage. 

e Jacqueline commands a distant servant to dump a vat of unfinished plague chemicals, unleashing a stinking cloud 
spell that appears at a point she chooses within range. 


MOTHER LORINDA 


Ox gx, OTHER LORINDA IS A TREACHEROUS 
hag cursed to forever chase a family 
she can never have. The Darklord of 
Tepest ordinarily has the statistics of 
a green hag; this supplement keeps 
true to that identity but elevates her to 
heights of power that most hags can never grasp. 

Lair Actions. Mother Lorinda’s lair is the infamous 
Gurgyl, an ambulatory mass of wicker and thorns that 
roams Tepest’s benighted woods. You could mention 
repurposing the bones of Laoirse or using the misery of 
her sisters to embolden her. 


DESIGN PHILOSOPHY 
As a hag, Mother Lorinda has great versatility. When designing 
her statistics, the following was considered: 

e A green hag is a Tier | foe; however, because Mother Lorinda 
benefits from Shared Spellcasting, she can be considered a 
Tier II villain at minimum. No Tier | party can survive a wall of 
thorns cast by an intelligent magus. 

e It is assumed that Mother Lorinda, by dint of her own cunning, the 
bindings she placed on her sisters, or the Dark Powers’ approval, 
can benefit from her coven’s Shared Spellcasting anywhere in 
Tepest, even if her sisters are not within 30 feet of her. 

e To better fit the pastoral themes of Tepest, Mother Lorinda’s 
coven uses the Nature coven spell list described in Volo’s Guide 
to Monsters. 

e Starting in Tier Ill, Mother Lorinda develops the legendary 
resilience that greater fey enjoy: immunity to nonsilvered 
weapons not cold-forged from iron. 


MOTHER LORINDA (tier 11) 


Medium fey, neutral evil 


Armor Class 17 (natural armor) 
Hit Points 82 (11d8 + 33) 


Speed 30 ft. 
STR DEX CON INT WIS CHA 
18 (+4) 12(+1) 16(+3) 16 (+3) 14(42) 16 (+3) 


Saving Throws Int +6, Wis +5, Cha +6 

Skills Arcana +6, Deception +9, Perception +5, Religion +6, 
Stealth +4 

Condition Immunities charmed 

Senses darkvision 60 ft., passive Perception 15 

Languages Common, Draconic, Sylvan 


Challenge 6 (2,300 XP) Proficiency Bonus +3 


Amphibious. Mother Lorinda can breathe air and water. 


Innate Spellcasting. Mother Lorinda’s innate spellcasting 
ability is Charisma (spell save DC 14). She can innately cast the 
following spells, requiring no material components: 


At will: dancing lights, minor illusion, vicious mockery 
1/day: bestow curse 


Legendary Resistance (2/Day). If Mother Lorinda fails a saving 
throw, she can choose to succeed instead. 


Mimicry. Mother Lorinda can mimic animal sounds and 
humanoid voices. A creature that hears the sounds can tell they 
are imitations with a successful DC 19 Wisdom (Insight) check. 


Shared Spellcasting. While Mother Lorinda’s sisters are alive 
and in Tepest, she can cast coven spells, sharing the spell slots 
with her sisters. Mother Lorinda is a 12th-level spellcaster. Her 
spellcasting ability is Intelligence (spell save DC 15, +7 to hit with 
spell attacks). She knows the following spells: 


1st level (4 slots): entangle, speak with animals 

2nd level (3 slots): flaming sphere, moonbeam, spike growth 
3rd level (3 slots): call lightning, plant growth 

4th level (3 slots): dominate beast, grasping vine 

5th level (2 slots): insect plague, tree stride 

6th level (1 slot): wall of thorns 
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ACTIONS 


Claws. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. 
Hit: 13 (2d8 + 4) slashing damage. 


Illusory Appearance. Mother Lorinda covers herself and 
anything she is wearing or carrying with a magical illusion that 
makes her look like another creature of her general size and 
humanoid shape. The illusion ends if Mother Lorinda takes a 
bonus action to end it or if she dies. The changes wrought by 
this effect fail to hold up to physical inspection. For example, 
Mother Lorinda could appear to have smooth skin, but someone 
touching her would feel her rough flesh. Otherwise, a creature 
must take an action to visually inspect the illusion and succeed 
on a DC 20 Intelligence (Investigation) check to discern that 
Mother Lorinda is disguised. 


Invisible Passage. Mother Lorinda magically turns invisible until 
she attacks or casts a spell, or until her concentration ends (as if 
concentrating on a spell). While invisible, she leaves no physical 
evidence of her passage, so she can be tracked only by magic. 
Any equipment she wears or carries is invisible with her. 


LEGENDARY ACTIONS 


Mother Lorinda can take 3 legendary actions, choosing from the 
options below. Only one legendary action can be used at a time 
and only at the end of another creature’s turn. Mother Lorinda 
regains spent legendary actions at the start of her turn. 


Cantrip. Mother Lorinda casts a cantrip from her Innate 
Spellcasting feature. 


Invisible Passage. Mother Lorinda uses her Invisible 
Passage action. 


Cast Minor Coven Spell (Costs 2 Actions). Mother 
Lorinda casts a spell of 2nd-level or higher from her Shared 
Spellcasting feature. 


Command Laoirse (Costs 3 Actions). Provided it is within 30 
feet of her and can see and hear her, Mother Lorinda commands 
Laoirse to make one attack as a reaction against a target of 
Mother Lorinda’s choice. 


MOTHER LORINDA (tier m) 


Medium fey, neutral evil 


Armor Class 17 (natural armor) 
Hit Points 127 (17d8 + 51) 
Speed 30 ft. 


STR DEX CON INT wis CHA 
18 (+4) 12(41) 16(4+3) 18(+4) 18(44) 19 (+4) 


Saving Throws Int +9 Wis +9, Cha +9 

Skills Arcana +9, Deception +14, Perception +9, Religion +9, Stealth +9 

Damage Resistances bludgeoning, piercing, and slashing from 
nonmagical attacks that aren’t silvered or made of cold-forged iron 

Condition Immunities frightened, charmed 

Senses darkvision 60 ft., passive Perception 19 

Languages Common, Draconic, Sylvan 


Challenge 14 (2,300 XP) Proficiency Bonus +5 


Amphibious. Mother Lorinda can breathe air and water. 


Innate Spellcasting. Mother Lorinda’s innate spellcasting ability is 
Charisma (spell save DC 17). She can innately cast the following spells, 
requiring no material components: 


At will: dancing lights, fog cloud, minor illusion, vicious mockery 
3/day each: dissonant whispers (3rd-level), misty step 
1/day each: bestow curse, modify memory 


Legendary Resistance (3/Day). If Mother Lorinda fails a saving throw, 
she can choose to succeed instead. 


Mimicry. Mother Lorinda can mimic animal sounds and humanoid 
voices. A creature that hears the sounds can tell they are imitations 
with a successful DC 19 Wisdom (Insight) check. 


Shared Spellcasting. While Mother Lorinda’s sisters are alive and in Tepest, 
she can cast coven spells, sharing the spell slots with her sisters. Mother 
Lorinda is a 12th-level spellcaster. Her spellcasting ability is Intelligence (spell 
save DC 16, +8 to hit with spell attacks). She knows the following spells: 


1st level (4 slots): entangle, speak with animals 

2nd level (3 slots): flaming sphere, moonbeam, spike growth 
3rd level (3 slots): call lightning, plant growth 

4th level (3 slots): dominate beast, grasping vine 

5th level (2 slots): insect plague, tree stride 

6th level (1 slot): wall of thorns 


ACTIONS 
Multiattack. Mother Lorinda makes three attacks with her claws. 


Claws. Melee Weapon Attack: +9 to hit, reach 5 ft., one target. Hit: 13 
(2d8 + 4) slashing damage. 


Illusory Appearance. Mother Lorinda covers herself and anything she is 
wearing or carrying with a magical illusion that makes her look like another 


LAIR ACTIONS 


creature of her general size and humanoid shape. The illusion ends if 
Mother Lorinda takes a bonus action to end it or if she dies. The changes 
wrought by this effect fail to hold up to physical inspection. For example, 
Mother Lorinda could appear to have smooth skin, but someone touching 
her would feel her rough flesh. Otherwise, a creature must take an 

action to visually inspect the illusion and succeed on a DC 20 Intelligence 
(Investigation) check to discern that Mother Lorinda is disguised. 


Invisible Passage. Mother Lorinda magically turns invisible until 
she attacks or casts a spell, or until her concentration ends (as if 
concentrating on a spell). While invisible, she leaves no physical 
evidence of her passage, so she can be tracked only by magic. Any 
equipment she wears or carries is invisible with her. 


Beneath the Mask (1/Day). Mother Lorinda rips off her face, revealing 
a grotesque visage beneath. Creatures of her choice that can see her and 
are within 30 feet of her must succeed on a DC 17 Wisdom saving throw 
or become frightened for up to 1 minute. While frightened in this way, a 
creature is incapacitated. A creature that is unaware of Mother Lorinda’s 
true identity as a hag has disadvantage on this saving throw and takes 10 
(3d6) psychic damage on a failed save, or half as much on a successful 
one. Whenever a creature starts their turn frightened and within 30 feet 
of Lorinda, they take 5 (1d10) psychic damage. A creature can repeat 
its saving throw at the end of its turns, ending the effect on a success. A 
creature that succeeds against this saving throw is immune to Mother 
Lorinda’s Beneath the Mask action for the next 24 hours. 


Call Laoirse (1/Day). Mother Lorinda summons Laoirse, who appears 
1d4 rounds later in a 10-foot unoccupied space within 60 feet of her 
that she can see. 


REACTIONS 


Mother Knows Best. Whenever a creature casts a spell within 60 feet of 
Mother Lorinda that targets only one creature but doesn’t target her, she 
can attempt to redirect it to a target of her choice that is within 120 feet 
of the spellcaster. Mother Lorinda must be able to see the spellcaster and 
the new target. The spellcaster must succeed on a DC 17 Charisma saving 
throw or be forced to either target Mother Lorinda’s choice of target or 
cause the spell to fail, expending the spell slot and components. 


LEGENDARY ACTIONS 


Mother Lorinda can take 3 legendary actions, choosing from the 
options below. Only one legendary action can be used at a time and 
only at the end of another creature’s turn. Mother Lorinda regains 
spent legendary actions at the start of her turn. 


Cantrip. Mother Lorinda casts a cantrip from her Innate 
Spellcasting feature. 


Invisible Passage. Mother Lorinda uses her Invisible Passage action. 


Cast Minor Coven Spell (Costs 2 Actions). Mother Lorinda casts a 
spell of 2nd-level or higher from her Shared Spellcasting feature. 


Command Laoirse (Costs 3 Actions). Provided it is within 30 feet of 
her and can see and hear her, Mother Lorinda commands Laoirse to 
make one attack as a reaction against a target of Mother Lorinda’s choice. 


While she is in the Gurgyl, Mother Lorinda can use lair actions as long as she isn’t incapacitated. The DC for saving throws 
imposed by these lair actions are determined by her statistics: DC 14 at Tier II and DC 17 at Tier III. On initiative count 20 
(losing initiative ties), Mother Lorinda can take one of the lair action options below, or forgo using any of them in that round. 


e Mother Lorinda teleports to an unoccupied space within 5 feet of a Mother’s Minder in Tepest. 
e Mother Lorinda casts spike growth but does not need to concentrate on the spell. The spell persists until Mother Lorinda uses 


another lair action. 


e Mother Lorinda causes an 8-foot-wide opening to form on a wall, ceiling, or floor in the Gurgyl, allowing egress into another 
chamber. Any creature other than Mother Lorinda that enters this opening takes 5 (2d4) piercing damage from wicked brambles. 
e Mother Lorinda knits the bones of a long-dead Laoirse into the shape of a minotaur skeleton that appears next to a creature she 
can see within 30 feet of her. The minotaur skeleton makes one attack roll against the target then collapses into a heap of bones. 

e Mother Lorinda allows the furious and anguished cries of her trapped sisters to echo throughout the Gurgyl. These cries 
embolden Mother Lorinda, granting her 11 (2d10) temporary hit points that last until initiative count 20 of the next round. 


RAMYA VASAVADAN 


AMYA VASAVADAN IS THE DEATHLESS 

Darklord of Kalakeri, locked in a cycle 

of violence for the country’s throne. 

Already a powerful death knight, 

Ramya requires few changes to her 

statistics. Ramya too is trapped in a 
cycle of death, cursed to rise from the grave again and 
again. 

Tier III. If you wish to pit your adventurers against 
Kalakeri’s Darklord in a Tier IlI adventure, you can 
downgrade her using the Tier III statistics below. These 
statistics remain faithful to her identity as a deathless 
warrior but grant adventurers of 10-14th level a 
fighting chance. Otherwise, she must be fought by her 
lonesome—and Ramya is not the type to abscond from 
her undead army. Like a true death knight, Ramya rises 
from the dead if slain. 

Lair Actions. Ramya commands impressive lair 
actions, but she must control the Cerulean Citadel to 
unleash them. This is largely symbolic, but symbolism 
rules magic. Were Ramya to invade the Cerulean 
Citadel and even reach the throne room, it isn’t until 
she sits upon the throne and declares—to herself and 
to Kalakeri—that she has reclaimed the country under 
her banner. If her siblings still control the citadel, self- 
doubt foils Ramya’s attempts to use lair actions. 


DESIGN PHILOSOPHY 

Ramya is a deathless queen and legendary warrior. When 

designing her statistics, the following was considered: 

e Per Ramya’s biography, she pairs a talwar (longsword) with 
a shield and also carries a longbow that once belonged to 
her dynasty’s founder. The touch of either weapon blasts a 
creature with necrotic damage. 

e Ramya always believes the lies of her beloved siblings— 
hence why her Magic Resistance feature does not function 
against them. 

e Ramya has mastered the art of war, as reflected by her Martial 
Superiority feature. For the sake of simplicity, however, it has 
been limited to three uses. Ramya has a lot of options each turn. 

e Ramya leads her deathless soldiers into battle on the back of a war 
elephant or a wyvern. Thanks to her find steed and find greater 
steed spells, she’ll never be without such an awe-inspiring mount. 

e Paranoid and ever determined to find traitors in her midst, 
Ramya never goes without preparing a zone of truth spell. 


RAMYA VASAVADAN (TR 1) 


Medium undead, lawful evil 


Armor Class 20 (plate armor, shield) 
Hit Points 153 (18d8 + 72) 


Speed 30 ft. 
STR DEX CON INT WIS CHA 
18 (+4) 11 (+0) 19(+4) 14(42) 15 (+2) 17 (43) 


Saving Throws Dex +4, Wis +6, Cha +7 

Skills Athletics +8, History +6, Intimidation +7, Perception +6 
Damage Immunities necrotic, poison 

Condition Immunities charmed, frightened 

Senses darkvision 120 ft., passive Perception 16 

Languages Abyssal, Common 


Challenge 12 (8,400 XP) Proficiency Bonus +4 


Dark Rebirth (1/Day). When Ramya is reduced to 0 hit points, she 
doesn’t die but instead regains 39 hit points at initiative count 20 the 
next round and immediately stands up from being prone without 
expending her movement. If there is a creature within 5 feet of her 
after she stands up, she can use her reaction to make one talwar 
attack against it. The illusion disguising her undead nature is shattered, 
revealing her true form. In this weakened state, Ramya can’t cast spells, 
nor can she use her Dreadful Truth legendary action. 


Legendary Resistance (3/Day). If Ramya fails a saving throw, she can 
choose to succeed instead. 


Magic Resistance. Ramya has advantage on saving throws against spells 
and other magical effects except against spells cast by her siblings Arijani 
and Reeva. 


Marshal Undead. Unless Ramya is incapacitated, she and undead 
creatures of her choice within 60 feet of her have advantage on saving 
throws against features that turn undead. 


Martial Superiority (3/Day). Whenever Ramya hits a creature with a 
melee weapon attack, she can expend a use of this feature to use one 
of the maneuvers below. A maneuver that subjects its target to a saving 
throw has a save DC of 16. 


e Ramya subjects the target to a Strength saving throw, provided it is 

Large or smaller. On a failed save, the target is either pushed back up 
to 15 feet or knocked prone (Ramya’s choice). 

e Ramya cleaves towards another creature within 5 feet of her target. 
If her original attack would also hit the target, it takes 4 (1d8) slashing 
damage plus 4 (1d8) necrotic damage. 


Paranoid. Ramya adds her proficiency bonus to her initiative checks and 
can’t be surprised. 
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Spellcasting. Ramya is a 12th-level spellcaster. Her spellcasting ability 
is Charisma (spell save DC 15, +7 to hit with spell attacks). She has the 
following spells prepared: 


1st level (4 slots): command, compelled duel, wrathful smite 

2nd level (3 slots): find steed (elephant only), hold person, magic 
weapon, zone of truth 

3rd level (3 slots): blinding smite, dispel magic 


ACTIONS 
Multiattack. Ramya makes three talwar attacks or two longbow attacks. 


Talwar. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 8 
(1d8 + 4) slashing damage, or 9 (1d10 + 4) slashing damage if used with 
two hands, plus 9 (2d8) necrotic damage. 


Longbow. Ranged Weapon Attack: +4 to hit, range 150/400 ft., one 
target. Hit: 4 (1d8) piercing damage plus 4 (1d8) necrotic damage. 


Hellfire Orb (1/Day). Ramya hurls a magical ball of fire that explodes at 
a point she can see within 120 feet of her. Each creature in a 20-foot- 
radius sphere centered on that point must make a DC 16 Dexterity 
saving throw. The sphere spreads around corners. A creature takes 17 
(5d6) fire damage and 17(5d6) necrotic damage on a failed save, or half 
as much damage on a successful one. 


Death Grip (Recharge 5-6). Ramya targets one creature within 65 

feet of her that she can see, unleashing a tendril of darkness. The target 
must make a DC 16 Charisma saving throw. On a successful saving throw, 
the target is pulled 1d6 x 5 feet closer to Ramya. On a failed save, this 
distance is increased by an additional 30 feet. If the target is pulled to 
within 5 feet of her, Ramya can make one talwar attack against the target. 


REACTIONS 


Parry. Ramya adds 4 to her AC against one melee attack that would 
hit her. To do so, Ramya must see the attacker and be wielding a 
melee weapon. 


LEGENDARY ACTIONS 


Ramya can take 3 legendary actions, choosing from the options below. 
Only one legendary action can be used at a time and only at the end of 
another creature’s turn. Ramya regains spent legendary actions at the 

start of her turn. 


Attack. Ramya makes one attack. 


Dreadful Truth (Costs 2 Actions). The illusion hiding Ramya’s true, 
undead form ripples. Creatures of Ramya’s choice that are within 30 feet 
of her and can see her must succeed on a DC 16 Wisdom saving throw or 
be frightened of her for 1 minute. A creature can repeat its saving throw 
at the end of its turns, ending this effect on a success. 


Aura of Utter Death (Costs 3 Actions). Ramya exudes an aura that 
neutralizes positive energy. Until the start of her next turn, creatures 
within 15 feet of her can’t regain hit points and make Death saving 
throws with disadvantage. 


RAMYA VASAVADAN (TIER Iv) 


Medium undead, lawful evil 


Armor Class 20 (plate armor, shield) 
Hit Points 209 (22d8 + 110) 
Speed 30 ft. 


STR DEX CON INT wis CHA 
20 (+5) 12(41) 20(45) 14(4+2) 16(43) 18 (+4) 


Saving Throws Dex +7, Wis +9, Cha +10 

Skills Athletics +11, History +8, Intimidation +10, Perception +9 
Damage Immunities necrotic, poison 

Condition Immunities charmed, frightened 

Senses darkvision 120 ft., passive Perception 19 

Languages Abyssal, Common 


Challenge 18 (20,000 XP) Proficiency Bonus +6 


Dark Rebirth (1/Day). When Ramya is reduced to 0 hit points, she doesn’t 
die but instead regains 52 hit points at initiative count 20 the next round and 
immediately stands up from being prone without expending her movement. 
If there is a creature within 5 feet of her after she stands up, she can use 

her reaction to make one talwar attack against it. The illusion disguising her 
undead nature is shattered, revealing her true form. In this weakened state, 
Ramya can’t cast spells, nor can she use her Dreadful Truth legendary action. 


Legendary Resistance (3/Day). If Ramya fails a saving throw, she can 
choose to succeed instead. 


Magic Resistance. Ramya has advantage on saving throws against 
spells and other magical effects except against spells cast by her siblings 
Arijani and Reeva. 


Marshal Undead. Unless Ramya is incapacitated, undead creatures 
of her choice within 60 feet of her have advantage on saving throws 
against features that turn undead. 


Martial Superiority (3/Day). Whenever Ramya hits a creature with a 
melee weapon attack, she can expend a use of this feature to use one 
of the maneuvers below. A maneuver that subjects its target to a saving 
throw has a save DC of 19. 


e Ramya subjects the target to a Strength saving throw, provided it is 
Large or smaller. On a failed save, the target is either pushed back up 
to 15 feet or knocked prone (Ramya’s choice). 

e Ramya cleaves towards another creature within 5 feet of her 
target. If her original attack would also hit the target, it takes 9 (2d8) 
slashing damage plus 4 (1d8) necrotic damage. 


Paranoid. Ramya adds her proficiency bonus to her initiative checks 
and can’t be surprised. 


Spellcasting. Ramya is a 19th-level spellcaster. Her spellcasting ability 
is Charisma (spell save DC 18, +10 to hit with spell attacks). She has the 
following spells prepared: 


LAIR ACTIONS 


1st level (4 slots): command, compelled duel, wrathful smite 

2nd level (3 slots): find steed (elephant only) hold person, magic 
weapon, zone of truth 

3rd level (3 slots): blinding smite, dispel magic 

4th level (3 slots): banishment, find greater steedXGE (wyvern only) 
staggering smite 

5th level (2 slots): destructive wave (necrotic) 


Turn Immunity. Ramya is immune to effects that turn undead. 


ACTIONS 
Multiattack. Ramya makes three talwar attacks or two longbow attacks. 


Talwar. Melee Weapon Attack: +11 to hit, reach 5 ft., one target. Hit: 
9 (1d8 + 5) slashing damage, or 10 (1d10 + 5) slashing damage if used 
with two hands, plus 18 (4d8) necrotic damage. 


Longbow. Ranged Weapon Attack: +7 to hit, range 150/400 ft., one 
target. Hit: 5 (1d8 + 1) piercing damage plus 9 (2d8) necrotic damage. 


Hellfire Orb (1/Day). Ramya hurls a magical ball of fire that explodes 
at a point she can see within 120 feet of her. Each creature in a 20-foot- 
radius sphere centered on that point must make a DC 18 Dexterity 
saving throw. The sphere spreads around corners. A creature takes 35 
(10d6) fire damage and 35 (10d6) necrotic damage on a failed save, or 
half as much damage on a successful one. 


Death Grip (Recharge 5-6). Ramya targets one creature within 65 

feet of her that she can see, unleashing a tendril of darkness. The target 
must make a DC 18 Charisma saving throw. On a successful saving throw, 
the target is pulled 1d6 x 5 feet closer to Ramya. On a failed save, this 
distance is increased by an additional 30 feet. If the target is pulled to 
within 5 feet of her, Ramya can make one talwar attack against the target. 


REACTIONS 


Parry. Ramya adds 6 to her AC against one melee attack that would hit her. 
To do so, Ramya must see the attacker and be wielding a melee weapon. 


LEGENDARY ACTIONS 

Ramya can take 3 legendary actions, choosing from the options below. Only 
one legendary action can be used at a time and only at the end of another 
creature’s turn. Ramya regains spent legendary actions at the start of her turn. 


Attack. Ramya makes one attack. 


Dreadful Truth (Costs 2 Actions). The illusion hiding Ramya’s true, 
undead form ripples. Creatures of Ramya’s choice that are within 30 
feet of her and can see her must succeed on a DC 19 Wisdom saving 
throw or be frightened of her for 1 minute. A creature can repeat its 
saving throw at the end of its turns, ending this effect on a success. 


Aura of Utter Death (Costs 3 Actions). Ramya exudes an aura that 
neutralizes positive energy. Until the start of her next turn, creatures 
within 15 feet of her can’t regain hit points and make Death saving 
throws with disadvantage. 


As long as she isn’t incapacitated, Ramya can use lair actions while she is in the Cerulean Citadel’s throne room and controls the 
citadel—and by extension, the nation. The DC for saving throws imposed by these lair actions are determined by her statistics: 
DC 16 at Tier III and DC 19 at Tier IV. On initiative count 20 (losing initiative ties), Ramya can take one of the lair action 


options below, or forgo using any of them in that round. 


e Ramya closes the doors to the throne room and seals them as if by an arcane lock spell. Until initiative count 20 of the next 
round, a DC 25 Strength (Athletics) check is required to force open the doors, which can’t be damaged. 

e Ramya summons the spirits of the faithful soldiers that were slain before she rose as one of the undead. Three spectral archers 
appear at the edge of the throne room, each firing one spectral arrow at targets of Ramya’s choice (+6 to hit, 3 (1d6) necrotic 


damage on a hit). The spirits then dissipate. 


e While Ramya sits on her throne, she makes a royal edict, her voice magically amplified. All other creatures in the throne room 
must make a Constitution saving throw, taking 10 (3d6) thunder damage on a failed save, or half as much on a successful one. 
A creature that fails its saving throw is deafened until the end of its next turn. 


jj Abad D’HONAIRE 


AIDRA, DARKLORD OF DEMENTLIEU, IS 
obsessed with choking the life 

away from liars. She ordinarily has 
the statistics of a wraith, but this 
supplement provides a tougher stat 
block for Tier II play. Saidra straddles 
a strange middleground here. She can cast disintegrate 
on any creature that is revealed to be lying about its 
identity—and such a spell will kill any adventurer of 
1st-4th level. However, she can easily be slain by 5th- 
level or higher adventurers as long as they survive her 
deathly spell or prevent her from casting it. Saidra is, 
essentially, a glass cannon. 

This supplement strikes a balance between these 
realities. Van Richten’s puts the save DC of her 
disintegrate spell at 18; for Tier I, it has been adjusted 
to DC 13. Likewise, the damage it deals is significantly 
lower for Tier I. Lastly, her ability to cast the spell has 
been interpreted as a lair action, which can only be used 
during the Grand Masquerade. 

Lair Actions. Saidra has access to lair actions during 
the Grand Masquerade at the D’Honaire estate—and 
only during the Grand Masquerade. The wraith is 
without such fearsome powers whenever she prowls 
the benighted streets of Dementlieu. Thus, adventurers 
are encouraged to take on the Darklord outside 
her estate. 


DESIGN PHILOSOPHY 
Saidra is a hateful spirit eternally searching for revenge and a 
sense of belonging. When designing her statistics, the following 
was considered: 

e Saidra is virtually identical to a wraith in Tier |, for adjusting 
those statistics would push her into Tier Il. 

¢Dementlieu is a cosmopolitan city home to more than just 
humans. Saidra has picked up enough Elvish and Orcish in her 
time to speak those languages. 

e Saidra’s iconic disintegrate spell was interpreted as a lair action 
because it hinges on the Grand Masquerade. Likewise, its 
damage was reduced in Tier | to enable Tier | adventures with 
condemning 1st-4th level adventurers to an inevitable death. 
Even with only 3d6 + 10 damage, Saidra can disintegrate any 
noble or commoner that sneaks into the Grand Masquerade, 
thus preserving the lore of her character while also grappling 
with the expectations of fair gameplay. 
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SAIDRA D’HONAIRE (rrr 1) 


Medium undead, neutral evil 


Armor Class 13 
Hit Points 67 (9d8 + 27) 
Speed 0 ft., fly 60 ft. (hover) 


STR DEX CON INT WIS CHA 
EH GES 16(+3) 14(+2) 14(42) 15 (42) 


Saving Throws Wis +5, Cha +5 

Skills Insight +5, Investigation +5, Perception +5 

Damage Resistances acid, cold, fire, lightning, thunder; bludgeoning, 
piercing, and slashing from nonmagical attacks that aren’t silvered 

Damage Immunities necrotic, poison 

Condition Immunities charmed, exhaustion, grappled, paralyzed, 
petrified, poisoned, prone, restrained 

Senses darkvision 60 ft., passive Perception 15 

Languages Common, Elvish, Orcish 


Challenge 5 (1,800 XP) Proficiency Bonus +3 


Grave Facade. While Saidra is dressed, a humanoid that can see her 
must succeed on a DC 18 Wisdom saving throw or believe she is a 
living, ordinary woman. 


Incorporeal Movement. Saidra can move through other creatures 
and objects as if they were difficult terrain. She takes 5 (1d10) force 
damage if she ends her turn inside an object. 


Legendary Resistance (1/Day). If Saidra fails a saving throw, she 
can choose to succeed instead. 


Sunlight Sensitivity. While in sunlight, Saidra has disadvantage on attack 
rolls, as well as on Wisdom (Perception) checks that rely on sight. 


ACTIONS 


Life Drain. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. 

Hit: 21 (4d8 + 3) necrotic damage. The target must succeed on a DC 14 
Constitution saving throw or its hit point maximum is reduced by an amount 
equal to the damage taken. This reduction lasts until the target finishes a 
long rest. The target dies if this effect reduces its hit point maximum to 0. 


Create Specter. Saidra targets a humanoid within 10 feet of her that 
has been dead for no longer than 1 minute and died violently. The 
target’s spirit rises as a specter in the space of its corpse or in the 
nearest unoccupied space. The specter is under Saidra’s control. Saidra 
can have no more than seven specters under her control at one time. 


LAIR ACTIONS 


During the Grand Masquerade at D’Honaire Estate, Saidra 
can use lair actions as long as she isn’t incapacitated. The 
DC for saving throws imposed by these lair actions are 
determined by her statistics: DC 13 at Tier I and DC 18 at 
Tier II. On initiative count 20 (losing initiative ties), Saidra 
can take one of the lair action options below, or forgo using 
any of them in that round. 


e Saidra makes a Perception, Insight, or Investigation check. 
e Saidra casts disintegrate on one creature that reveals themself 
to be lying about who they are, such as a pauper pretending 

to be a noble, or an uninvited guest crashing the Grand 
Masquerade. When using Saidra’s Tier I statistics, the spell 
instead deals 20 (3d6 + 10) force damage. 
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SAIDRA D’HONAIRE (rtr 11) 


Medium undead, neutral evil 


Armor Class 13 
Hit Points 105 (14d8 + 42) 
Speed 0 ft., fly 60 ft. (hover) 


STR DEX CON INT WIS CHA 
6 (-2) 16 (+3) 16(43) 14(+2) 16 (+3) 18 (+4) 


Saving Throws Dex +6, Wis +6, Cha +7 

Skills Insight +6, Investigation +6, Perception +6 

Damage Resistances acid, cold, fire, lightning, thunder; bludgeoning, 
piercing, and slashing from nonmagical attacks that aren’t silvered 

Damage Immunities necrotic, poison 

Condition Immunities charmed, exhaustion, grappled, paralyzed, 
petrified, poisoned, prone, restrained 

Senses darkvision 60 ft., passive Perception 16 

Languages Common, Elvish, Orcish 


Challenge 8 (3,900 XP) Proficiency Bonus +3 


Grave Façade. While Saidra is dressed, a humanoid that can see her 
must succeed on a DC 18 Wisdom saving throw or believe she is a living, 
ordinary woman. 


Incorporeal Movement. Saidra can move through other creatures and 
objects as if they were difficult terrain. She takes 5 (1d10) force damage 
if she ends her turn inside an object. 


Legendary Resistance (2/Day). If Saidra fails a saving throw, she can 
choose to succeed instead. 


Sunlight Sensitivity. While in sunlight, Saidra has disadvantage on attack 
rolls, as well as on Wisdom (Perception) checks that rely on sight. 


ACTIONS 


Life Drain. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. Hit: 21 
(4d8 + 3) necrotic damage. The target must succeed on a DC 14 Constitution 
saving throw or its hit point maximum is reduced by an amount equal to the 
damage taken. This reduction lasts until the target finishes a long rest. The target 
dies if this effect reduces its hit point maximum to 0. 


Shadow Bolt. Ranged Spell Attack: +7 to hit, range 60 ft., one creature. 
Hit: 19 (3d12) necrotic damage. If the target has any temporary hit 
points, it must succeed on a DC 15 Charisma saving throw or lose them. 
On a failed save, the target also can’t gain temporary hit points for the 
next minute. It can repeat its saving throw at the end of its turns, ending 
this effect on a success. 


Create Specter. Saidra targets a humanoid within 10 feet of her that has 
been dead for no longer than 1 minute and died violently. The target’s spirit 
rises as a specter in the space of its corpse or in the nearest unoccupied 
space. The specter is under Saidra’s control. Saidra can have no more than 
seven specters under her control at one time. 


LEGENDARY ACTIONS 


Saidra can take 3 legendary actions, choosing from the options below. 
Only one legendary action can be used at a time and only at the end of 
another creature’s turn. Saidra regains spent legendary actions at the 
start of her turn. 


Shadow Bolt. Saidra makes one shadow bolt attack. 


Howl of Condemnation (Costs 2 Actions). Saidra howls with wicked 
fury. Creatures of her choice within 10 feet of her that can hear her 
must make a DC 15 Constitution saving throw, taking 16 (3d10) thunder 
damage on a failed save, or half as much on a successful one. A creature 
that fails its saving throw by 5 or more is also frightened of Saidra until 
the start of its next turn. 


Dust to Dust (Costs 3 Actions). Saidra targets one humanoid she can 
see within 30 feet of her. The target must make a DC 15 Charisma saving 
throw. On a failed save, the target, and any creatures within 10 feet of it, 
can’t regain hit points until the end of its next turn. 


eae VON ZAROVICH 


TRAHD VON ZAROVICH—FASILY THE 

most iconic Darklord—is the master 

and prisoner of Barovia. His statistics 

are included in Curse of Strahd, which 

have been reprinted here for the 

sake of convenience. His statistics 
are similar to a vampire with the Spellcaster variant 
described in the Monster Manual, but far more 
personalized, as befitting any Darklord. 

Lair Actions. Strahd can use lair actions while in 
Castle Ravenloft, the most infamous locale in the 
Domains of Dread. This supplement adds an extra 
option (as noted in the Lair Actions table). 

STRAHD’S ALTERNATIVE SPELLS 
Domain Darklord(s) 
Blade of disaster '“ Power word kill 
Maddening darkness ** Dominate monster 
Negative energy flood *® Cone of cold 
Power word pain *° Finger of death 
Shadow Blade *° Flame blade 
Spirit shroud "F Slow 
Toll the dead *°F Chill touch 


DESIGN PHILOSOPHY 

Strahd is the most iconic villain of Ravenloft—a vampiric wizard 
with access to forbidden knowledge and schemes that span 
centuries. When designing his Tier III & Tier IV statistics, the 
following was considered: 

e Unbound from the mortal coil, Strahd’s maximum ability scores 
increase to 22. 

eStrahd devotes further time to mastering arcane magic, 
becoming a 13th-level spellcaster in Tier III and an 18th-level 
spellcaster in Tier IV. Alas, the Dark Powers prevent Strahd 
from ever casting a wish spell. 

As he grows in power, so too does Strahd unearth the secrets 
of the grave. As a wizard and vampire, he can employ dark 
magic normally unavailable to mortals (embodied by his Cloak 
of Shadows feature). 

eStrahd’s Natural Armor (usually a +2 bonus) increases to +3 as 
his body becomes further inured to pain. 

eStrahd gains blindsight in Tier Ill, which represents his ability 
to track the living—even in magical darkness. His fog cloud is 
now an instrumental weapon of his arsenal, not just a waste of 
a prepared spell. 

eThe hallmark of a good designer is giving a creature a balance 
of good and decent spells. It would be easy to give Strahd the 
most powerful wizards spells in the game, but it would not be 
tactful or true to Strahd’s nature. Strahd hides under a veneer 
of congeniality and prefers to play with his food. He prefers 
suffering to outright death. 

e Beyond mere utility spells, Strahd’s spell selection revolves 
around three core themes: blood, death, and frost. 

e Many NPCs disobey the usual number of spells they should 
know or prepare. For the sake of balance, Strahd was 
restricted to a specific formula: his Intelligence modifier + his 
wizard spell level. 

eAlthough dominate person might seem redundant with 
Strahd’s Charm action, the spell was added to his repertoire 
to ensure he can act as a puppeteer. Thematically, he might 
control his victim’s mind or manipulate their blood. 

eStrahd’s King of the Damned feature (originally named “Big 
Vamp Daddy”) allows him to seize control of undead, including 
vampire spawn not created by him. 


: 
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STRAHD VON ZAROVICH (tier 01) 


Medium undead (shapechanger), lawful evil 


Armor Class 16 (natural armor) 
Hit Points 144 (17d8 + 68) 


Speed 30 ft. 
STR DEX CON INT WIS CHA 
18 (+4) 18 (+4) 18(+4) 20(+5) 15 (+2) 18 (+4) 


Saving Throws Dex +9, Wis +7, Cha +9 

Skills Arcana +15, Perception +12, Religion +10, Stealth +14 

Damage Resistances necrotic; bludgeoning, piercing, and slashing 
from nonmagical attacks 

Senses darkvision 120 ft., passive Perception 22 

Languages Abyssal, Common, Draconic, Elvish, Giant, Infernal 

Challenge 15 (13,000 XP) Proficiency Bonus +5 


Shapechanger. If Strahd isn’t in running water or sunlight, he can 
use his action to polymorph into a Tiny bat, a Medium wolf, or a 
Medium cloud of mist, or back into his true form. 

While in bat or wolf form, Strahd can’t speak. In bat form, his 
walking speed is 5 feet, and he has a flying speed of 30 feet. In wolf 
form, his walking speed is 40 feet. His statistics, other than his size 
and speed, are unchanged. Anything he is wearing transforms with 
him, but nothing he is carrying does. He reverts to his true form 
if he dies. 

While in mist form, Strahd can’t take any actions, speak, or 
manipulate objects. He is weightless, has a flying speed of 20 feet, 
can hover, and can enter a hostile creature’s space and stop there. In 
addition, if air can pass through a space, the mist can do so without 
squeezing, and he can’t pass through water. He has advantage 
on Strength, Dexterity, and Constitution saving throws, and he is 
immune to all nonmagical damage, except the damage he takes 
from sunlight. 


Legendary Resistance (3/Day). If Strahd fails a saving throw, he 
can choose to succeed instead. 


Misty Escape. When Strahd drops to 0 hit points outside his coffin, 
he transforms into a cloud of mist (as in the Shapechanger trait) 
instead of falling unconscious, provided that he isn’t in running water 
or sunlight. If he can’t transform, he is destroyed. 

While he has 0 hit points in mist form, he can’t revert to his 
vampire form, and he must reach his coffin within 2 hours or be 
destroyed. Once in his coffin, he reverts to his vampire form. He is 
then paralyzed until he regains at least 1 hit point. After 1 hour in his 
coffin with 0 hit points, he regains 1 hit point. 


Regeneration. Strahd regains 20 hit points at the start of his turn if 
he has at least 1 hit point and isn’t in running water or sunlight. If he 
takes radiant damage or damage from holy water, this trait doesn’t 
function at the start of his next turn. 


Spellcasting. Strahd is a 9th-level spellcaster. His spellcasting ability 
is Intelligence (spell save DC 18, +10 to hit with spell attacks). He has 
the following wizard spells prepared: 


Cantrips (at will): mage hand, prestidigitation, ray of frost 

1st level (4 slots): comprehend languages, fog cloud, sleep 

2nd level (3 slots): detect thoughts, gust of wind, mirror image 
3rd level (3 slots): animate dead, fireball, nondetection 

4th level (3 slots): blight, greater invisibility, polymorph 

5th level (1 slot): animate objects, scrying 
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Spider Climb. Strahd can climb difficult surfaces, including upside 
down on ceilings, without having to make an ability check. 


Vampire Weaknesses. Strahd has the following flaws: 


Forbiddance. He can’t enter a residence without an invitation from 
one of the occupants. 

Harmed by Running Water. He takes 20 acid damage if he ends his 
turn in running water. 

Stake to the Heart. If a piercing weapon made of wood is driven into his 
heart while he is incapacitated in his coffin, he is paralyzed until the stake 
is removed. 

Sunlight Hypersensitivity. While in sunlight, Strahd takes 20 radiant 
damage at the start of his turn, and he has disadvantage on attack rolls 
and ability checks. 


ACTIONS 


Multiattack (Vampire Form Only). Strahd makes two attacks, only 
one of which can be a bite attack. 


Unarmed Strike (Vampire or Wolf Form Only). Melee Weapon 
Attack: +9 to hit, reach 5 ft., one target. Hit: 8 (1d8 + 4) slashing damage, 
plus 14 (4d6) necrotic damage. If the target is a creature, Strahd can 
grapple it (escape DC 18) instead of dealing the slashing damage. 


Bite. Melee Weapon Attack: +9 to hit, reach 5 ft., one willing creature, 
or a creature that is grappled by Strahd, incapacitated, or restrained. 
Hit: 7 (1d6 + 4) piercing damage plus 10 (3d6) necrotic damage. 

The target’s hit point maximum is reduced by an amount equal to the 
necrotic damage taken, and Strahd regains hit points equal to that 
amount. The reduction lasts until the target finishes a long rest. The 
target dies if its hit point maximum is reduced to 0. A humanoid slain 
in this way and then buried in the ground rises the following night as 
a vampire spawn under Strahd’s control. 


Charm. Strahd targets one humanoid he can see within 30 feet of 
him. If the target can see Strahd, the target must succeed on a DC 17 
Wisdom saving throw against this magic or be charmed. The charmed 
target regards Strahd as a trusted friend to be heeded and protected. 
The target isn’t under Strahd’s control, but it takes Strahd’s requests 
and actions in the most favorable way and lets Strahd bite it. 

Each time Strahd or his companions do anything harmful to the 
target, it can repeat the saving throw, ending the effect on itself 
on a success. Otherwise, the effect lasts 24 hours or until Strahd 
is destroyed, is on a different plane of existence than the target, or 
takes a bonus action to end the effect. 


Children of the Night (1/Day). Strahd magically calls 2d4 swarms 
of bats or swarms of rats, provided that the sun isn’t up. While 
outdoors, Strahd can call 3d6 wolves instead. The called creatures 
arrive in 1d4 rounds, acting as allies of Strahd and obeying his spoken 
commands. The beasts remain for 1 hour, until Strahd dies, or until 
he dismisses them as a bonus action. 


LEGENDARY ACTIONS 


Strahd can take 3 legendary actions, choosing from the options below. 
Only one legendary action can be used at a time and only at the end 
of another creature’s turn. Strahd regains spent legendary actions at 
the start of his turn. 


Move. Strahd moves up to his speed without provoking 
opportunity attacks. 


Unarmed Strike. Strahd makes one unarmed strike. 


Bite (Costs 2 Actions). Strahd makes one bite attack. 


STRAHD VON ZAROVICH (tier m) 


Medium undead (shapechanger), lawful evil 


Armor Class 18 (natural armor) 
Hit Points 221 (26d8 +104) 
Speed 30 ft. 


STR DEX 
18 (+4) 20 (+5) 


CON INT 
18 (+4) 22 (+6) 


WIS CHA 
16 (+3) 20 (+5) 


Saving Throws Dex +11, Wis +9, Cha +11 

Skills Arcana +17, Perception +15, Religion +12, Stealth +17 

Damage Resistances cold; bludgeoning, piercing, and slashing from 
nonmagical attacks 

Damage Immunities necrotic 

Senses blindsight 20 ft., darkvision 120 ft., passive Perception 25 

Languages Abyssal, Common, Draconic, Elvish, Giant, Infernal 

Challenge 20 (25,000 XP) Proficiency Bonus +6 


Shapechanger. If Strahd isn’t in running water or sunlight, he can use 
his action to polymorph into a Tiny bat, a Medium wolf, or a Medium 
cloud of mist, or back into his true form. 

While in bat or wolf form, Strahd can’t speak. In bat form, his walking 
speed is 5 feet, and he has a flying speed of 30 feet. In wolf form, his 
walking speed is 40 feet. His statistics, other than his size and speed, are 
unchanged. Anything he is wearing transforms with him, but nothing he 
is carrying does. He reverts to his true form if he dies. 

While in mist form, Strahd can’t take any actions, speak, or 
manipulate objects. He is weightless, has a flying speed of 20 feet, 
can hover, and can enter a hostile creature’s space and stop there. In 
addition, if air can pass through a space, the mist can do so without 
squeezing, and he can’t pass through water. He has advantage on 
Strength, Dexterity, and Constitution saving throws, and he is immune 
to all nonmagical damage, except the damage he takes from sunlight. 


Cloak of Shadows (1/Day). As a bonus action, Strahd becomes a 
shadowy figure until the end of his next turn. While in this state, he 
can’t cast spells, he can’t be targeted by spells, and he has immunity to 
bludgeoning, piercing, and slashing damage. 


Legendary Resistance (3/Day). If Strahd fails a saving throw, he can 
choose to succeed instead. 


Mistborn. Strahd can cast the fog cloud spell without concentrating on it. 


Misty Escape. When Strahd drops to 0 hit points outside his coffin, he 
transforms into a cloud of mist (as in the Shapechanger trait) instead of 
falling unconscious, provided that he isn’t in running water or sunlight. If he 
can’t transform, he is destroyed. 

While he has 0 hit points in mist form, he can’t revert to his vampire form, 
and he must reach his coffin within 2 hours or be destroyed. Once in his 
coffin, he reverts to his vampire form. He is then paralyzed until he regains 
at least 1 hit point. After 1 hour in his coffin with 0 hit points, he regains 1 
hit point. 


Regeneration. Strahd regains 20 hit points at the start of his turn if he 
has at least 1 hit point and isn’t in running water or sunlight. If he takes 
radiant damage or damage from holy water, this trait doesn’t function at 
the start of his next turn. 


Spellcasting. Strahd is a 13th-level spellcaster. His spellcasting ability is 
Intelligence (spell save DC 20, +12 to hit with spell attacks). He has the 
following wizard spells prepared: 


Cantrips (at will): mage hand, prestidigitation, ray of frost, toll the dead*** 

1st level (4 slots): fog cloud, shield, sleep 

2nd level (3 slots): detect thoughts, hold person, mirror image, misty 
step, shadow blade*®® 

3rd level (3 slots): counterspell, fireball, nondetection, spirit shroudTCE 
(cold or necrotic only), vampiric touch 

4th level (3 slots): fire shield, greater invisibility 

5th level (3 slots): dominate person, negative energy flood*** 

6th level (1 slot): circle of death 

7th level (1 slot): power word pain**® 
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Spider Climb. Strahd can climb difficult surfaces, including upside 
down on ceilings, without having to make an ability check. 


Turn Immunity. Strahd is immune to effects that turn undead. 
Vampire Weaknesses. Strahd has the following flaws: 


Forbiddance. He can’t enter a residence without an invitation from 
one of the occupants. 

Harmed by Running Water. He takes 20 acid damage if he ends his turn 
in running water. 

Stake to the Heart. If a piercing weapon made of wood is driven into his 
heart while he is incapacitated in his coffin, he is paralyzed until the stake 

is removed. 

Sunlight Hypersensitivity. While in sunlight, Strahd takes 20 radiant 
damage at the start of his turn, and he has disadvantage on attack rolls and 
ability checks. 


ACTIONS 


Multiattack (Vampire Form Only). Strahd makes two attacks, only 
one of which can be a bite attack. 


Unarmed Strike (Vampire or Wolf Form Only). Melee Weapon Attack: 
+10 to hit, reach 5 ft., one target. Hit: 8 (1d8 + 4) slashing damage, plus 
14 (4d6) necrotic damage. If the target is a creature, Strahd can grapple it 
(escape DC 19) instead of dealing the slashing damage. 


Bite. Melee Weapon Attack: +10 to hit, reach 5 ft., one willing creature, or a 
creature that is grappled by Strahd, incapacitated, or restrained. Hit: 7 (1d6 
+4) piercing damage plus 10 (3d6) necrotic damage. The target’s hit point 
maximum is reduced by an amount equal to the necrotic damage taken, and 
Strahd regains hit points equal to that amount. The reduction lasts until 

the target finishes a long rest. The target dies if its hit point maximum is 
reduced to 0. A humanoid slain in this way and then buried in the ground 
rises the following night as a vampire spawn under Strahd’s control. 


Charm. Strahd targets one humanoid he can see within 30 feet of him. If 
the target can see Strahd, the target must succeed on a DC 19 Wisdom 
saving throw against this magic or be charmed. The charmed target 
regards Strahd as a trusted friend to be heeded and protected. The 
target isn’t under Strahd’s control, but it takes Strahd’s requests and 
actions in the most favorable way and lets Strahd bite it. 

Each time Strahd or his companions do anything harmful to the target, 
it can repeat the saving throw, ending the effect on itself on a success. 
Otherwise, the effect lasts 24 hours or until Strahd is destroyed, is ona 
different plane of existence than the target, or takes a bonus action to 
end the effect. 


Children of the Night (1/Day). Strahd magically calls 2d4 swarms of bats 
or swarms of rats, provided that the sun isn’t up. While outdoors, Strahd 
can call 3d6 wolves instead. The called creatures arrive in 1d4 rounds, acting 
as allies of Strahd and obeying his spoken commands. The beasts remain for 
1 hour, until Strahd dies, or until he dismisses them as a bonus action. 


REACTIONS 


Sanguine Nourishment. When a humanoid Strahd can see within 30 
feet of him takes slashing or piercing damage, he can draw forth the 
blood from that wound. Strahd regains 22 (4d10) hit points and the 
target takes necrotic damage equal to half the hit points he regains. 


LEGENDARY ACTIONS 


Strahd can take 3 legendary actions, choosing from the options below. 
Only one legendary action can be used at a time and only at the end of 
another creature’s turn. Strahd regains spent legendary actions at the 
start of his turn. 


Move. Strahd moves up to his speed without provoking 
opportunity attacks. 

Unarmed Strike. Strahd makes one unarmed strike. 
Bite (Costs 2 Actions). Strahd makes one bite attack. 


Cast Minor Spell (Costs 2 Actions). Strahd casts a spell of 1st- or 
2nd-level. 


STRAHD VON ZAROVICH (tier tv) 


Medium undead (shapechanger), lawful evil 


Armor Class 19 (natural armor) 
Hit Points 306 (36d8 + 144) 
Speed 30 ft. 


STR DEX 
22 (+6) 22 (+6) 


CON INT 
18 (44) 22 (+6) 


wis CHA 
16 (+3) 20 (+5) 


Saving Throws Dex +14, Wis +11, Cha +13 

Skills Arcana +22, Perception +19, Religion +14, Stealth +22 

Damage Resistances cold; bludgeoning, piercing, and slashing from 
nonmagical attacks 

Damage Immunities necrotic, poison 

Condition Immunities charmed, frightened, poisoned 

Senses blindsight 20 ft., darkvision 120 ft., passive Perception 29 

Languages Abyssal, Common, Draconic, Elvish, Giant, Infernal 

Challenge 25 (75,000 XP) Proficiency Bonus +8 


Shapechanger. If Strahd isn’t in running water or sunlight, he can use his 
action to polymorph into a Tiny bat, a Medium wolf, or a Medium cloud of 
mist, or back into his true form. 

While in bat or wolf form, Strahd can’t speak. In bat form, his walking speed 
is 5 feet, and he has a flying speed of 30 feet. In wolf form, his walking speed is 
40 feet. His statistics, other than his size and speed, are unchanged. Anything 
he is wearing transforms with him, but nothing he is carrying does. He reverts 
to his true form if he dies. 

While in mist form, Strahd can’t take any actions, speak, or manipulate 
objects. He is weightless, has a flying speed of 20 feet, can hover, and can 
enter a hostile creature’s space and stop there. In addition, if air can pass 
through a space, the mist can do so without squeezing, and he can’t pass 
through water. He has advantage on Strength, Dexterity, and Constitution 
saving throws, and he is immune to all nonmagical damage, except the 
damage he takes from sunlight. 


Cloak of Shadows (1/Day). As a bonus action, Strahd becomes a shadowy 
figure until the end of his next turn. While in this state, he can’t cast spells, he 
can’t be targeted by spells, and he has immunity to bludgeoning, piercing, and 
slashing damage. 


King of the Damned. Vampire spawn and undead creatures with an 
Intelligence score of 7 or lower that start their turn within 30 feet of Strahd 
must succeed on a DC 22 Charisma or become enslaved to his will and obey 
his commands. An undead creature that fails this saving throw can repeat its 
saving throw once every 24 hours as long as it is not within 30 feet of Strahd. 
An undead creature that succeeds on this saving throw is immune to this 
feature for 24 hours. 


Legendary Resistance (3/Day). If Strahd fails a saving throw, he can choose 
to succeed instead. 


Mistborn. Strahd can cast the fog cloud spell without concentrating on it. 


Misty Escape. When Strahd drops to 0 hit points outside his coffin, he 
transforms into a cloud of mist (as in the Shapechanger trait) instead of falling 
unconscious, provided that he isn’t in running water or sunlight. If he can’t 
transform, he is destroyed. 

While he has 0 hit points in mist form, he can’t revert to his vampire form, and 
he must reach his coffin within 2 hours or be destroyed. Once in his coffin, he 
reverts to his vampire form. He is then paralyzed until he regains at least 1 hit 
point. After 1 hour in his coffin with 0 hit points, he regains 1 hit point. 


Regeneration. Strahd regains 30 hit points at the start of his turn if he has 
at least 1 hit point and isn’t in running water or sunlight. If he takes radiant 
damage or damage from holy water, this trait doesn’t function at the start of 
his next turn. 


Spellcasting. Strahd is an 18th-level spellcaster. His spellcasting ability is 
Intelligence (spell save DC 22, +14 to hit with spell attacks). Strahd can cast fog 
cloud and misty step at will and has the following wizard spells prepared: 


Cantrips (at will): mage hand, prestidigitation, ray of frost, toll the dead’ 

Ist level (4 slots): shield, sleep 

2nd level (3 slots): detect thoughts, hold person, mirror image, shadow blade*** 

3rd level (3 slots): counterspell, dispel magic, fireball, nondetection, spirit 
shroud™ (cold or necrotic only), vampiric touch 
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4th level (3 slots): fire shield, greater invisibility, ice storm 

5th level (2 slots): cone of cold, dominate person, negative energy flood** 
6th level (1 slot): circle of death, mass suggestion 

7th level (1 slot): power word pain“ 

8th level (1 slot): maddening darkness**, mind blank 

9th level (1 slot): blade of disaster™™ 


Spider Climb. Strahd can climb difficult surfaces, including upside down on 
ceilings, without having to make an ability check. 


Turn Immunity. Strahd is immune to effects that turn undead. A creature 
that attempts to turn Strahd takes 5 necrotic damage. 


Vampire Weaknesses. Strahd has the following flaws: 


Forbiddance. He can’t enter a residence without an invitation from one of 
the occupants. 

Harmed by Running Water. He takes 20 acid damage if he ends his turn in 
running water. 

Stake to the Heart. If a piercing weapon made of wood is driven into his heart while 
he is incapacitated in his coffin, he is paralyzed until the stake is removed. 

Sunlight Hypersensitivity. While in sunlight, Strahd takes 20 radiant damage at the 
start of his turn, and he has disadvantage on attack rolls and ability checks. 


ACTIONS 


Multiattack (Vampire Form Only). Strahd makes three attacks, only one of 
which can be a bite attack. 


Unarmed Strike (Vampire or Wolf Form Only). Melee Weapon Attack: +14 
to hit, reach 5 ft., one target. Hit: 10 (1d8 + 6) slashing damage, plus 14 (4d6) 
necrotic damage. If the target is a creature, Strahd can grapple it (escape DC 
20) instead of dealing the slashing damage. 


Bite. Melee Weapon Attack: +14 to hit, reach 5 ft., one willing creature, ora 
creature that is grappled by Strahd, incapacitated, or restrained. Hit: 9 (1d6 + 6) 
piercing damage plus 10 (3d6) necrotic damage. The target’s hit point maximum 
is reduced by an amount equal to the necrotic damage taken, and Strahd regains 
hit points equal to that amount. The reduction lasts until the target finishes a long 
rest. The target dies if its hit point maximum is reduced to 0. A humanoid slain 

in this way and then buried in the ground rises the following night as a vampire 
spawn under Strahd’s control. 


Charm. Strahd targets one humanoid he can see within 30 feet of him. If the target 
can see Strahd, the target must succeed on a DC 21 Wisdom saving throw against 
this magic or be charmed. The charmed target regards Strahd as a trusted friend 
to be heeded and protected. The target isn’t under Strahd’s control, but it takes 
Strahd’s requests and actions in the most favorable way and lets Strahd bite it. 

Each time Strahd or his companions do anything harmful to the target, it can 
repeat the saving throw, ending the effect on itself on a success. Otherwise, the 
effect lasts 24 hours or until Strahd is destroyed, is on a different plane of existence 
than the target, or takes a bonus action to end the effect. 


Children of the Night (1/Day). Strahd magically calls 2d4 swarms of bats or 
swarms of rats, provided that the sun isn’t up. While outdoors, Strahd can call 3d6 
wolves or 2d4 dire wolves instead. The called creatures arrive in 1d4 rounds, acting 
as allies of Strahd and obeying his spoken commands. The beasts remain for 1 hour, 
until Strahd dies, or until he dismisses them as a bonus action. 


REACTIONS 


Sanguine Nourishment. When a humanoid Strahd can see within 30 feet 

of him takes slashing or piercing damage, he can draw forth the blood from 
that wound. Strahd regains 22 (4d10) hit points and the target takes necrotic 
damage equal to half the hit points he regains. 


LEGENDARY ACTIONS 


Strahd can take 3 legendary actions, choosing from the options below. Only 
one legendary action can be used at a time and only at the end of another 
creature’s turn. Strahd regains spent legendary actions at the start of his turn. 
Move. Strahd moves up to his speed without provoking opportunity attacks. 
Unarmed Strike. Strahd makes one unarmed strike. 

Bite (Costs 2 Actions). Strahd makes one bite attack. 

Cast Minor Spell (Costs 2 Actions). Strahd casts a spell of 1st- or 2nd-level. 

Cast Major Spell (Costs 3 Actions). Strahd casts a spell of 3rd- or 4th-level. 


LAIR ACTIONS 


While Strahd is in Castle Ravenloft, he can take lair actions as long as he isn't incapacitated. The DC for saving 
throws imposed by these lair actions are determined by his statistics: DC 17 at Tier II, DC 19 at Tier IH, and DC 21 
at Tier IV. On initiative count 20 (losing initiative ties), Strahd can take one of the following lair action options, or 
forgo using any of them in that round: 


e Until initiative count 20 of the next round, Strahd can pass through solid walls, doors, ceilings, and floors as if they 
weren't there. 

e Strahd targets any number of doors and windows that he can see, causing each one to either open or close as he 
wishes. Closed doors can be magically locked (needing a successful DC 20 Strength check to force open) until 
Strahd chooses to end the effect, or until Strahd uses this lair action again. 

e Strahd summons the angry spirit of one who has died in the castle. The apparition appears next to a hostile 
creature that Strahd can see, makes an attack against that creature, and then disappears. The apparition has the 
statistics of a specter. 

e Strahd targets one Medium or smaller creature that casts a shadow. The target's shadow must be visible to Strahd 
and within 30 feet of him. If the target fails a DC 17 Charisma saving throw, its shadow detaches from it and 
becomes a shadow that obeys Strahd's commands, acting on initiative count 20. A greater restoration spell or a 
remove curse spell cast on the target restores its natural shadow, but only if its undead shadow has been destroyed 

e Strahd casts major image. While maintaining concentration on this effect, Strahd can't take other lair actions. 
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TSIEN CHIANG 


GS Oy 


obsessed with perfecting her prison- 
city. She ordinarily has the statistics 
of a mage; this supplement stays true 
to that interpretation but also, in 
later tiers, makes her more akin to an 
archmage. 

Lair Actions. Tsien Chiang’s lair actions are fantastic 
in nature but rooted in the Dream of I’Cath. She 
cannot access them while in the corporeal world. 


SIEN CHIANG, DARKLORD OF [’CaTH, IS 


De ee eee SSeS 

DESIGN PHILOSOPHY 

When designing her statistics, the following was considered: 

e Chiang is fluent in Abyssal, a language often studied by magi. She 
is also fluent with Draconic, having studied under a gold dragon. 

e As a student of a gold dragon, Chiang has mastered several 
draconic secrets of avenue, as reflected in her Flames of the 
Gilded Drake feature and her many fire spells. 

e Chiang always has her nose in a scroll or map of Cath. 
She is so busy with planning the city’s renovation that she 
hardly notices her surroundings, reflected by her low passive 
Perception score. This, coupled with how few hit points 
she has, encourages the adventurers to strike when she 
least expects it. 


TS 


TSIEN CHIANG (rer 11) 


Medium humanoid (human), neutral evil 


Armor Class 12 (15 with mage armor) 
Hit Points 55 (10d8 + 10) 


Speed 30 ft. 
STR DEX CON INT WIS CHA 
9 (-1) 14(+2) 12(+1) 18(+4) 15(+2) 14 (42) 


Saving Throws Int +7, Wis +5 

Skills Arcana +10, History +7, Insight +5 
Damage Resistances fire 

Senses passive Perception 12 
Languages Abyssal, Common, Draconic 
Challenge 7 (2,900 XP) 


Flames of the Gilded Drake. Chiang’s spells ignore resistance 
to fire damage. 


Legendary Resistance (2/Day). If Chiang fails a saving throw, 
she can choose to succeed instead. 


Spellcasting. Chiang is a 9th-level spellcaster. Her spellcasting 
ability is Intelligence (spell save DC 15, +7 to hit with spell 
attacks). She has prepared the following spells: 


Cantrips (at will): fire bolt, light, mage hand, prestidigitation 

1st level (4 slots): detect magic, mage armor, magic missile, 
sleep, shield 

2nd level (3 slots): dragon’s breath", mirror image, misty step, 
scorching ray, suggestion 

3rd level (3 slots): counterspell, fireball, fly 

4th level (3 slots): fire shield, wall of fire 

5th level (1 slot): dream 


Proficiency Bonus +3 
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ACTIONS 


Dagger. Melee or Ranged Weapon Attack: +5 to hit, reach 5 ft. or 
range 20/60 ft, one target. Hit: 4 (1d4 + 2) piercing damage. 


Curtain of Gilded Fire (1/Day). Tsien Chiang spins on her heels, 
moving up to 20 feet without provoking opportunity attacks or 
expending her movement. Every creature she passes must make 

a DC 15 Dexterity saving throw, taking 14 (4d6) fire damage on 

a failed save, or half as much on a successful save. When Chiang 
finishes this movement, a 10-foot-tall, 1-foot-thick, 15-foot- 
diameter ringed wall of golden fire springs up around her. The fire 
heavily obscures Tsien Chiang, but she can see through it normally. 
Any creature, other than Chiang, that passes through the curtain 
of fire takes 10 (3d6) fire damage. The curtain dissipates at the 
end of Tsien Chiang’s next turn or if she moves from the curtain. 


REACTIONS 


Gilded Mercy. Whenever Chiang reduces any number of 
creatures to 0 hit points with a spell that deals fire damage, she 
can stabilize each creature at 0 hit points. 


LEGENDARY ACTIONS 


Tsien Chiang can take 3 legendary actions, choosing from the 
options below. Only one legendary action can be used at a time 
and only at the end of another creature’s turn. Chiang regains 
spent legendary actions at the start of her turn. 


Cantrip. Chiang casts a cantrip. 


Cast Minor Spell (Costs 2 Actions). Chiang casts a 1st- or 
2nd-level spell. 


Between Two Worlds (Costs 3 Actions). Chiang partially 
enters the Dream of I’Cath while still moving in the corporeal 
world (or vice versa). Until the start of her next turn, she has 
resistance to bludgeoning, piercing, and slashing damage from 
nonmagical attacks, she doesn’t provoke opportunity attacks, 
and her movement speed increases by 10 feet. 


TSIEN CHIANG (TIER m) 


Medium humanoid (human), neutral evil 


Armor Class 12 (15 with mage armor) 
Hit Points 104 (16d8 + 32) 


Speed 30 ft. 
STR DEX CON INT WIS CHA 
9 (-1) 14(+2) 15(42) 20(+5) 17 (+3) 17 (+3) 


Saving Throws Int +10, Wis +8, Cha +8 
Skills Arcana +15, History +10, Insight +8 
Damage Resistances fire 

Senses passive Perception 13 
Languages Abyssal, Common, Draconic 


Challenge 13 (10,000 XP) Proficiency Bonus +5 


Dreams of I’Cath. As a bonus action, Chiang can target one 
unconscious humanoid she can see within 30 feet of her, 
provided it has 1 or more hit points. The creature must succeed 
ona DC 18 Intelligence saving throw or be hurled into the Dream 
of I’Cath for 1d6+6 hours. While unconscious, the creature can 
only be awoken by taking damage. If the target succeeds on its 
saving throw, it takes 11 (2d10) psychic damage and is immune 
to this feature for the next 24 hours. 


Flames of the Gilded Drake. Chiang’s spells ignore resistance 
and immunity to fire damage. 


Legendary Resistance (3/Day). If Chiang fails a saving throw, 
she can choose to succeed instead. 


Spellcasting. Chiang is a 14th-level spellcaster. Her spellcasting 
ability is Intelligence (spell save DC 18, +10 to hit with spell 
attacks). She has prepared the following spells: 


Cantrips (at will): fire bolt, light, mage hand, prestidigitation 

1st level (4 slots): detect magic, mage armor, magic missile, 
sleep, shield 

2nd level (3 slots): dragon’s breath", mirror image, misty step, 
scorching ray, suggestion 

3rd level (3 slots): counterspell, fireball, fly 

4th level (3 slots): fire shield, wall of fire 

5th level (2 slots): dream, hold monster, transmute rock 

6th level (1 slot): investiture of flame”, move earth 

7th level (1 slot): delayed blast fireball 


ACTIONS 


Dagger. Melee or Ranged Weapon Attack: +7 to hit, reach 5 ft. or 
range 20/60 ft, one target. Hit: 4 (1d4 + 2) piercing damage. 


Curtain of Gilded Fire (1/Day). Tsien Chiang moves up to 20 

feet without provoking opportunity attacks (without expending 

her movement), spinning on her heels. Every creature she passes 
must make a DC 18 Dexterity saving throw, taking 14 (4d6) fire 
damage on a failed save, or half as much on a successful save. When 
Chiang finishes this movement, a 10-foot-tall, 1-foot-thick, 15-foot- 
diameter ringed wall of golden fire springs up around her. The fire 
heavily obscures Tsien Chiang, but she can see through it normally. 
A creature, other than Chiang, that passes through the curtain of 
fire takes 10 (3d6) fire damage. The curtain dissipates at the end of 
Tsien Chiang’s next turn or if she moves from the curtain. 


REACTIONS 


Gilded Mercy. Whenever Chiang reduces any number of 
creatures to 0 hit points with a spell that deals fire damage, she 
can stabilize each creature at 0 hit points. 


Redirect Flame. Whenever a creature casts a spell that deals 
fire damage and only targets one target, Chiang can redirect the 
fire to target a creature of her choice. Chiang must be able to 
see both the spellcaster and her target, both of whom must be 
within 60 feet of her. The fire damage dealt by this spell benefits 
from Chiang’s Flame of the Gilded Drake feature. 


LEGENDARY ACTIONS 


Tsien Chiang can take 3 legendary actions, choosing from the options 
below. Only one legendary action can be used at a time and only at 
the end of another creature’s turn. Chiang regains spent legendary 
actions at the start of her turn. 


Cantrip. Chiang casts a cantrip. 


Cast Minor Spell (Costs 2 Actions). Chiang casts a 1st- or 
2nd-level spell. 


Between Two Worlds (Costs 3 Actions). Chiang partially 
enters the Dream of I’Cath while still moving in the corporeal 
world (or vice versa). Until the start of her next turn, she has 
resistance to bludgeoning, piercing, and slashing damage from 
nonmagical attacks, she doesn’t provoke opportunity attacks, 
and her movement speed increases by 10 feet. 


LAIR ACTIONS 


Tsien Chiang can use lair actions while she is in the Dream of I’Cath as long as she isn’t incapacitated. The DC for 
saving throws imposed by these lair actions are determined by her statistics: DC 15 at Tier II and DC 18 at Tier III. 
On initiative count 20 (losing initiative ties), Chiang can take one of the lair action options below, or forgo using any 
of them in that round. 


+ Chiang casts stone shape, passwall, or wall of stone, requiring no material components. Chiang can’t use this lair 
action twice in a row. 

e Chiang targets a volume of unoccupied space or solid stone no larger than four 10-foot cubes within 30 feet of her, 
turning the open space to solid, worked stone or vice versa. 

e Chiang causes one door or archway within 30 feet of her to disappear and be replaced by a blank wall, or she 
restores a door or an archway previously removed in this way. 

e Chiang targets one creature within 30 feet of her that she can see. The target must succeed on a Charisma saving 
throw or be expelled from the Dream of I’Cath. The target appears in a harmless, unoccupied space within 120 feet 
of their relative location in the corporeal city of I’Cath. 
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VIKTRA MORDENHEIM 


IKTRA MORDENHEIM, DARKLORD OF 
Lamordia, is a mad scientist celebrated 
in the Lands of the Mist but reviled in 
her homeworld. She ordinarily has the 
statistics of a spy. Unlike the other two 
fragile, spy-based Darklords—Ivana 
Boritis and Ivan Dilisnya—Mordenheim is best kept 
closer to her original interpretation. She is not a 
warrior, but a creator of horrors. Still, this supplement 
does its best to ensure she can prove interesting in a 
battle and can survive for more than a single round 
against adventurers that decide to finally strike down 
Lamordia’s Darklord. 

Lair Actions. Like other nonmagical Darklords, 
Viktra’s lair actions are rooted in the mundane— 
perhaps with a little help from the Dark Powers. Her 
lair actions represent the doctor unleashing laughing 
gas, uncaging a living but disembodied arm, or relying 
upon half-finished constructs to aid her in the heat 
of battle. 


DESIGN PHILOSOPHY 
Viktra is a mad scientist, a figure who does better behind a 
bloodied curtain than on a battlefield—and that’s fine, even 
for a Darklord. When designing her statistics, the following 
was considered: 

eLamordia is home to many gnomes. Therefore, Viktra has 
studied their language. 

eViktra’s Tier II statistics, which are still as low as CR 5, are 
meant to further keep her alive in a battle. Through wit, 
cunning, and a little luck (or aid from the Dark Powers), she 
can survive the fray, even if she isn’t physically formidable. 

e By Tier Il, Viktra has inoculated herself against poison and 
disease, hence her resistance to poison damage and immunity 
to the poisoned condition. 

eViktra’s statistics reflect her knowledge of anatomy through 
her expertise in the Medicine skill and her The Doctor 
Is In feature. 

eViktra is so detached and amoral that she is immune to being 
frightened. No horror can move her empty heart, not even the 
prospect of her own death or disfigurement. 


VIKTRA MORDENHEIM (ter 1) 


Medium humanoid (human), chaotic evil 


Armor Class 16 
Hit Points 39 (6d8 + 12) 


Speed 30 ft. 
STR DEX CON INT WIS CHA 
10 (+0) 15 (+2) 14(+2) 19(+4) 16 (+3) 14 (42) 


Saving Throws Int +6, Wis +5 

Skills Investigation +6, Medicine +7, Nature +8, Perception +5, 
Sleight of Hand +4 

Condition Immunities frightened 

Senses passive Perception 15 

Languages Common, Gnomish 


Challenge 3 (700 XP) Proficiency Bonus +2 


The Doctor Is In. Viktra scores a critical hit with a weapon attack 
against humanoids on a roll of 18-20. 


Immunized. Viktra is immune to disease. 


VIKTRA MORDENHEIM (tier n) 


Medium humanoid (human), chaotic evil 


Armor Class 18 
Hit Points 65 (10d8 + 20) 


Speed 30 ft. 
STR DEX CON INT WIS CHA 
10 (+0) 16 (+3) 14(+2) 20 (+5) 16 (+3) 14 (42) 


Saving Throws Int +8, Wis +6 

Skills Investigation +8, Medicine +9, Nature +11, Perception +6, 
Sleight of Hand +6 

Damage Resistances poison 

Condition Immunities frightened, poisoned 

Senses passive Perception 16 

Languages Common, Gnomish 


Challenge 5 (1,800 XP) Proficiency Bonus +3 


The Doctor Is In. Viktra scores a critical hit with a weapon attack 
against humanoids on a roll of 18-20. 


Keen Mind. Viktra’s AC includes her Intelligence modifier. 


Legendary Resistance (2/Day). If Viktra fails a saving throw, 
she can choose to succeed instead. 


Physician. As a bonus action, Viktra can stabilize a dying 
humanoid or beast within 5 feet of her. A creature that is 
stabilized by her also regains 9 (1d10 + 4) hit points. A creature 
that regains hit points in this manner can’t gain them again until it 
finishes a short or long rest. 


Surgical Strike (1/Turn). Viktra deals an extra 7 (2d6) damage 
when she hits a target with a weapon attack and has advantage 
on the attack roll, or when the target is within 5 feet of an 

ally of Viktra that isn’t incapacitated and Viktra doesn’t have 
disadvantage on the attack roll. 


Actions 


Multiattack. Viktra makes two attacks with her scalpel. 


Scalpel. Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft. or 
range 20/60 ft., one target. Hit: 5 (1d4 + 3) piercing damage. If 
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Keen Mind. Viktra’s AC includes her Intelligence modifier. 


Legendary Resistance (1/Day). If Viktra fails a saving throw, 
she can choose to succeed instead. 


Physician. As a bonus action, Viktra can stabilize a dying 
humanoid or beast within 5 feet of her. A creature that is 
stabilized by her also regains 9 (1d10 + 4) hit points. A creature 
that regains hit points in this manner can’t gain them again until 
it finishes a short or long rest. 


Actions 
Multiattack. Viktra makes two attacks with her scalpel. 


Scalpel. Melee or Ranged Weapon Attack: +4 to hit, reach 5 ft. or 
range 20/60 ft., one target. Hit: 4 (1d4 + 2) piercing damage. If 
the target is restrained or paralyzed, this attack deals an extra 7 
(3d4) piercing damage. 


Paralytic Injection. Melee Weapon Attack: +4 to hit, reach 5 
ft., one target. Hit: 1 piercing damage. The target must succeed 
ona DC 14 Constitution saving throw or be paralyzed for up 

to 1 minute or until it takes any damage. The target can repeat 
its saving throw at the end of its turns, ending the effect ona 
success. 


the target is restrained or paralyzed, this attack deals an extra 7 
(3d4) piercing damage. 


Anesthetizing Injection. Melee Weapon Attack: +6 to hit, reach 
5 ft., one target. Hit: 1 piercing damage. The target must succeed 
ona DC 16 Constitution saving throw or become unconscious 
for 1 hour or until it takes damage or a creature within 5 feet of it 
uses an action to shake it awake. 


Numbing Injection. Melee Weapon Attack: +6 to hit, reach 5 ft., 
one target. Hit: 1 piercing damage. The target must succeed on 
a DC 16 Constitution saving throw or be poisoned for 1 minute. 
While poisoned in this way, the target can’t take reactions and 
has its movement speed halved. The target can repeat its saving 
throw at the end of its turns, ending this effect on a success. 


Paralytic Injection. Melee Weapon Attack: +6 to hit, reach 5 
ft., one target. Hit: 1 piercing damage. The target must succeed 
ona DC 16 Constitution saving throw or be paralyzed for up 

to 1 minute or until it takes any damage. The target can repeat 
its saving throw at the end of its turns, ending the effect ona 
success. 


Reactions 


Uncanny Dodge. Viktra halves the damage that she takes from 
an attack that hits her. Viktra must be able to see the attacker. 


Legendary Actions 


Viktra can take 3 legendary actions, choosing from the 
options below. Only one legendary action can be used at a time 
and only at the end of another creature’s turn. Viktra regains 
spent legendary actions at the start of her turn. 


Scalpel. Viktra makes one attack with her scalpel. 


Move. Viktra moves up to her speed without provoking 
opportunity attacks. 


Injection (Costs 2 Actions). Viktra makes an attack with her 
Anesthetizing Injection, Numbing Injection, or Paralytic Injection. 


Lethal Injection (Costs 3 Actions). Viktra stabs the target 

with a needle. The target must make a DC 16 Constitution saving 
throw, taking 22 (4d10) poison damage on a failed save or half as 
much on a successful one. If the target fails its saving throw, it is 
poisoned for 1 minute. 


LAIR ACTIONS 


Viktra can use lair actions while she is in her laboratory at Schloss Mordenheim as long as she isn’t incapacitated. The 
DC for saving throws imposed by these lair actions are determined by her statistics: DC 14 at Tier I and DC 16 at Tier II. 
On initiative count 20 (losing initiative ties), Viktra can take one of the lair action options below, or forgo using any of 
them in that round. Viktra can’t choose the same lair action twice in a row. 

e  Viktra unleashes a jar of 1d4+1 crawling claws that obey her commands and act on initiative count 20. 

e An animate, detached arm reaches out from behind a shelf or other opening. It targets a creature of Viktra’s choice 
within 5 feet of it, making a grapple check (+8 to succeed). A creature grappled by the arm is also restrained. 

e  Viktra pulls back a curtain hiding an animate but disembodied medusa’s head whose petrifying gaze has been dulled 
by chemical injections. One creature of Viktra’s choice within 10 feet of the head must succeed on a Constitution 
saving throw or be stunned for 1 minute. The creature can repeat its saving throw at the end of its turn, ending the 
effect on a success. 

e Viktra unleashes a cloud of laughing gas to which she is immune. The 15-foot-radius cloud originates at a point of 
her choice within 30 feet of her. Creatures in the gas when it appears must succeed on a Constitution saving throw 
or fall prone and become incapacitated for up to 1 minute. While incapacited, a creature shrieks with laughter. At 
the end of each of its turns, and each time it takes damage, a creature can make another Constitution saving throw. 
The target has advantage on the saving throw if it’s triggered by damage. On a success, the effect ends. 
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LADESKA, DARKLORD OF FALKOVNIA, IS A 
brilliant and indomitable general forced 
to suffer humiliating defeats at the 
hands of a relentless, undead enemy. She 
ordinarily has the statistics of a knight, 
which go a long way to paint her as a 

battlefield commander. This supplement revolutionizes 

her statistics to make that image a reality. 

Lair Actions. Vladeska’s lair actions are special 

and break the mold for the sake of a dynamic battle. 

Rather than a stronghold, Vladeska’s lair is her army. 

Through the presence and support of her troops, 

she can use lair actions. The DM decides whether 

such support is available and sufficient. If Vladeska 

is caught by her lonesome or surrounded by a dozen 

or less guards, she hardly qualifies for lair actions. If 

fought on the battlements of Lekar or on the open 

fields of Falkovnia, Vladeska deserves such power. 


DESIGN PHILOSOPHY 

Vladeska is a brilliant tactician—which is a difficult concept 

to bring out in an individual’s statistics in fifth edition. When 

designing her statistics, the following was considered: 

¢Vladeska’s strength derives not from how well she can swing 
a sword, but from her tactical brilliance, indomitable will, and 
the iron grip she has over her soldiers. This is evident as she 
progresses throughout the Tiers of play; her damage largely 
remains static, but she begins to exercise greater tactics. 

eVladeska can exercise many Legendary Actions, but all but one 
are designed to benefit creatures other than her. Without her 
soldiers, Viadeska is but a lone warrior. 

e Thanks to the Dark Powers, Vladeska’s stubbornness has been 
heightened and can swallow her fear. So great is her will and 
so grim her resignation that Vladeska is immune to being 
frightened. 

e Vladeska’s brilliance is demonstrated by her Keen Mind and 
Martial Insight features. Likewise, the DCs for her lair actions 
and Divide and Conquer legendary action are based on her 
Intelligence. 

e Admittedly, Viadeska’s lair actions buck against fifth 
edition’s usual design. She still functions well as a 
Darklord if a DM decides not to engage the author of this 
supplement’s absurdity. 


VLADESKA DRAKOV (tiER 1) 


Medium humanoid (human), lawful evil 


Armor Class 20 (plate armor, shield) 
Hit Points 52 (8d8 + 16) 


Speed 30 ft. 
STR DEX CON INT WIS CHA 
15 (+2) 11 (+0) 14(+2) 16 (+3) 14(+2) 16 (43) 


Saving Throws Con +4, Wis +4 

Skills Athletics +5, History +5, Investigation +5, Intimidation +7, 
Persuasion +5 

Condition Immunities frightened 

Senses passive Perception 12 

Languages Common 


Challenge 4 (1,800 XP) Proficiency Bonus +2 


Grim Resignation. Vladeska gains 10 temporary hit points 


whenever an ally of hers she can see that is within 60 feet of her dies. 


Legendary Resistance (1/Day). If Vladeska fails a saving throw, 
she can choose to succeed instead. 


Martial Insight. As a bonus action, Vladeska can analyze a 
creature she can see that is within 60 feet of her. The target 
contests a Charisma (Deception) check against her Intelligence 
(Investigation) check. If Vladeska succeeds, that target has 
disadvantage on attack rolls made against Vladeska for the next 
minute or until she uses this feature on another creature. 
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Quick Witted. Vladeska adds her Intelligence modifier to her 
initiative checks. 


Tactician. While Vladeska is conscious, allied humanoids that are 
within 60 feet of her gain these benefits: 


e A +1 bonus to their AC and attack rolls with melee weapons if 
they are adjacent to another ally of Vladeska. 
e Advantage on saving throws against being frightened. 


Actions 
Multiattack. Vladeska makes two melee attacks. 


Longsword. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
target. Hit: 6 (1d8 + 2) slashing damage or 7 (1d10 + 2) slashing 
damage if used with two hands. 


Heavy Crossbow. Ranged Weapon Attack: +2 to hit, range 
100/400 ft., one target. Hit: 5 (1d10) piercing damage. 


Leadership (Recharges after a Short or Long Rest). For 

1 minute, Vladeska can utter a special command or warning 
whenever a nonhostile creature that she can see within 30 feet of 
her makes an attack roll or a saving throw. The creature can add 
a d4 to its roll provided it can hear and understand Vladeska. A 
creature can benefit from only one Leadership die at a time. This 
effect ends if Vladeska is incapacitated. 


Reactions 


Parry. Vladeska adds 2 to her AC against one melee attack that 
would hit her. To do so, Vladeska must see the attacker and be 
wielding a melee weapon. 


VLADESKA DRAKOV (tier 11) 


Medium humanoid (human), lawful evil 


Armor Class 20 (plate armor, shield) 
Hit Points 78 (12d8 + 24) 


Speed 30 ft. 
STR DEX CON INT WIS CHA 
16 (+3) 12(41) 14(+2) 18(+4) 14(+2) 16 (43) 


Saving Throws Str +6, Con +5, Wis +5 

Skills Athletics +6, History +6, Investigation +6, Intimidation +9, 
Persuasion +6 

Condition Immunities frightened 

Senses passive Perception 12 

Languages Common 


Challenge 7 (2,900 XP) Proficiency Bonus +3 


Grim Resignation. Vladeska gains 15 temporary hit points whenever an 
ally of hers she can see that is within 60 feet of her dies. 


Legendary Resistance (2/Day). If Vladeska fails a saving throw, she 
can choose to succeed instead. 


Martial Insight. As a bonus action, Vladeska can analyze a creature she can 
see that is within 60 feet of her. The target contests a Charisma (Deception) 
check against her Intelligence (Investigation) check. If Vladeska succeeds, 
that target has disadvantage on attack rolls made against Vladeska for the 
next minute or until she uses this feature on another creature. 


Quick Witted. Vladeska adds her Intelligence modifier to her 
initiative checks. 


Rallying Cry (1/Day). Vladeksa rallies her allies. Humanoids of her 
choice that are within 60 feet of her and can hear her gain hit points. 
Vladeska has a pool of 25 hit points she can divide among as many 
humanoids that qualify. Tactician. While Vladeska is conscious, allied 
humanoids that are within 60 feet of her gain these benefits: 


e A +1 bonus to their AC and attack rolls with melee weapons if they 
are adjacent to another ally of Vladeska. 

e Advantage on saving throws against being frightened. 

e A bonus of 5 feet to their walking speed. 


Actions 
Multiattack. Viadeska makes two melee attacks. 


Longsword. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. 
Hit: 7 (1d8 + 3) slashing damage or 8 (1d10 + 3) slashing damage if 
used with two hands. 


LAIR ACTIONS 


Heavy Crossbow. Ranged Weapon Attack: +4 to hit, range 100/400 ft., 
one target. Hit: 6 (1d10+1) piercing damage. 


Leadership (Recharges after a Short or Long Rest). For 1 minute, 
Vladeska can utter a special command or warning whenever a nonhostile 
creature that she can see within 30 feet of her makes an attack roll 

or a saving throw. The creature can add a d6 to its roll provided it can 
hear and understand Vladeska. A creature can benefit from only one 
Leadership die at a time. This effect ends if Viadeska is incapacitated. 


Reactions 


Parry. Vladeska adds 3 to her AC against one melee attack that would 
hit her. To do so, Vladeska must see the attacker and be wielding a 
melee weapon. 


Legendary Actions 


Vladeska can take 3 legendary actions, choosing from the options 
below. Only one legendary action can be used at a time and only at 
the end of another creature’s turn. Viadeska regains spent legendary 
actions at the start of her turn. 


Attack. Vladeska makes one weapon attack. 


Rally. Vladeska targets one ally she can see within 60 feet of her that 
can see or hear her. That target gains 10 temporary hit points. 


Command Ally. Viadeska targets one ally she can see within 30 feet of 
her. If the target can see or hear her, the target can make one weapon 
attack as a reaction and gains advantage on the attack roll. 


Close Ranks! (Costs 2 Actions) Vladeska targets up to six allies within 
60 feet of her, provided each one can hear or see her. Each ally can 
move up to 10 feet without provoking opportunity attacks but must 
end their movement closer to an ally that they can see. Until the start 
of Viadeska’s next turn, each targeted ally gains a +1 bonus to its AC. 


Open Ranks! (Costs 2 Actions) Vladeska targets up to six allies within 
60 feet of her, provided each one can hear or see her. Each ally can 
move up to 20 feet without provoking opportunity attacks. 


Divide and Conquer (Costs 3 Actions). Vladeska targets up to two 
allies within 60 feet of her she can see. If a target can see or hear her, 
the target can use its reaction to maneuver an enemy within 5 feet of 
it. The enemy of that target must succeed on a DC 15 Strength saving 
throw or be moved 10 feet to an unoccupied space of Viadeska’s 
choice. An enemy can only be targeted by this reaction once per round. 


You Don’t Get to Die! (Costs 3 Actions). Viadeska targets one allied 
humanoid within 30 feet of her that has been reduced to 0 hit points 

in the last round but has not been slain outright. The target gains 1 hit 
point, becomes conscious, and immediately stands up from being prone. 


Vladeska can use lair actions when she is surrounded by her army and isn’t incapacited. The DC for saving throws imposed by 
these lair actions are determined by her statistics: DC 13 at Tier I and DC 15 at Tier II. On initiative count 20 (losing initiative 
ties), Vladeska can take one of the lair action options below, or forgo using any of them in that round. Vladeska can’t choose 


the same lair action twice in a row: 


e Vladeska orders 1d3 javelins to be hurled at one creature within 60 feet of her (+5 to hit, 6 (1d6 + 3) piercing damage on a hit). 
e Vladeska orders her distant archers to fire off a volley of arrows, targeting a 15-foot-radius, 10-feet-tall cylinder. All 
creatures in that area must succeed on a Dexterity saving throw, taking 14 (4d6) piercing damage on a failed save, or half as 


much on a successful one. 


e Vladeska orders a grenade of burning pitch be hurled at a point of her choice within 60 feet. Creatures within 20 feet of that 
point must succeed a Dexterity saving throw or 7 (2d6) fire damage. A creature that fails its saving throw is set aflame by 
burning pitch and takes an additional 3 (1d6) fire damage at the start of its turns until it or a creature within 5 feet of it uses 


an action to pat out the flames or until 1 minute elapses. 


+ Vladeska orders a hussar to ride out from the ranks and strafe a target of her choice she can see that is within 60 feet of her. 
The target must succeed on a Dexterity saving throw or be knocked prone and take 9 (2d8) bludgeoning damage. If the target 
succeeds on the saving throw, the hussar makes one attack against the target (+5 to hit, 6 (1d6 + 3) slashing damage) instead. 
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WILFRED GODEFROY 


ILFRED GODEFROY IS THE ABUSIVE 
Darklord of Mordent. He ordinarily 
has the statistics of a ghost, but this 
supplement adds a few new tricks to 
his repertoire. 


Lair Actions. Wilfred is the spectral master of the i 


House on Gryphon Hill. There, he can use lair actions 
designed to trap and terrify his prey. 


pom, G 
DESIGN PHILOSOPHY 
Wilfred Godefroy is a vicious specter to whom far too many 
souls are enslaved. When designing his statistics, the following 
was considered: 

e Wilfred’s Tier | statistics are virtually identical to a ghost for 
the sake of balance. All the cool features would push him into a 
Tier II villain! 

¢Mordent’s nobility and scholars consider Draconic a scholarly 
language. Wilfred has thus studied the language himself. 

¢Wilfred’s Horrifying Visage works like an ordinary ghost’s with 
one terrifying caveat: the aging it forces upon an individual 
is relative to their lifespan. If one can posit that a human has 
a lifespan of 100 years or so, then it can be aged by up to 40 
years (or 40%) by Wilfred. Thus, an elf—whose people can live 
up to 750 years—can be aged by up to three hundred years. 
Apply this metric to any other ancestry: their lifespan x 10-40%. 

e Puppet Master is Wilfred’s most dangerous ability, allowing him 
to force his victims to harm each other—or themselves 


WILFRED GODEFROY (Tier 1) 


Medium undead, chaotic evil 


Armor Class 11 
Hit Points 55 (10d8 + 10) 
Speed o ft., fly 40 ft. (hover) 


STR 
T 


Saving Throws Wis +4, Cha +6 

Skills History +5, Intimidation +6 

Damage Resistances acid, fire, lightning, thunder; bludgeoning, 
piercing, and slashing from nonmagical attacks 

Damage Immunities cold, necrotic, poison 

Condition Immunities charmed, exhaustion, frightened, 
grappled, paralyzed, petrified, poisoned, prone, restrained 

Senses darkvision 60 ft., passive Perception 11 

Languages Common, Draconic 

Challenge 5 (1,800 XP) 


DEX 
14 (+2) 


CON INT 
12 (+1) 14 (42) 


WIS 
12 (+1) 


CHA 
17 (+3) 


Proficiency Bonus +2 


Ethereal Sight. Wilfred can see 60 feet into the Ethereal Plane 
when he is on the Material Plane, and vice versa. 


Gravebound. Wilfred can’t leave the grounds of Gryphon Hill 
unless he is possessing a living humanoid. If he is expelled from 
the humanoid, he is teleported back to the House on Gryphon 
Hill after 1 minute, unless he uses a bonus action to teleport 
there early. 


Incorporeal Movement. Wilfred can move through other 
creatures and objects as if they were difficult terrain. He takes 5 
(1d10) force damage if he ends his turn inside an object. 


Legendary Resistance (1/Day). If Wilfred fails a saving throw, 
he can choose to succeed instead. 


Lord of the Dead. Any incorporeal undead that enters within 
1 mile of Wilfred must make a DC 14 Charisma saving throw or 
become enslaved to his will. The undead must obey Wilfred’s 
commands. An undead that succeeds on this saving throw is 
immune to this feature for 24 hours. An undead that fails its 
saving throw can repeat the saving throw once every 7 days, 
freeing themself from Wilfred’s will on a success. 
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Actions 


Withering Touch. Melee Weapon Attack: +6 to hit, reach 5 ft., 
one target. Hit: 17 (4d6 + 3) necrotic damage. 


Etherealness. Wilfred enters the Ethereal Plane from the 
Material Plane, or vice versa. He is visible on the Material Plane 
while he is in the Border Ethereal, and vice versa, yet he can’t 
affect or be affected by anything on the other plane. 


Horrifying Visage. Each non-undead creature within 60 feet 

of Wilfred that can see him must succeed on a DC 14 Wisdom 
saving throw or be frightened for 1 minute. If the save fails by 

5 or more, the target also ages 1d4 x 10 years (relative to its 
lifespan). A frightened target can repeat the saving throw at the 
end of each of its turns, ending the frightened condition on itself 
on a success. If a target’s saving throw is successful or the effect 
ends for it, the target is immune to Wilfred’s Horrifying Visage 
for the next 24 hours. The aging effect can be reversed with a 
greater restoration spell, but only within 24 hours of it occurring. 


Possession (Recharge 6). One humanoid that Wilfred can see 
within 5 feet of him must succeed on a DC 14 Charisma saving 
throw or be possessed by Wilfred; Wilfred then disappears, 

and the target is incapacitated and loses control of its body. 
Wilfred now controls the body but doesn’t deprive the target 

of awareness. Wilfred can’t be targeted by any attack, spell, or 
other effect, except ones that turn undead, and he retains his 
alignment, Intelligence, Wisdom, Charisma, and immunity to 
being charmed and frightened. He otherwise uses the possessed 
target’s statistics, but doesn’t gain access to the target’s 
knowledge, class features, or proficiencies. 

The possession lasts until the body drops to 0 hit points, 
Wilfred ends it as a bonus action, or Wilfred is turned or forced 
out by an effect like the dispel evil and good spell. When the 
possession ends, Wilfred reappears in an unoccupied space 
within 5 feet of the body. The target is immune to this ghost’s 
Possession for 24 hours after succeeding on the saving throw or 
after the possession ends. 


WILFRED GODEFROY (rr 11) 


Medium undead, chaotic evil 


Armor Class 12 
Hit Points 91 (14d8 + 28) 
Speed o ft., fly 40 ft. (hover) 


STR DEX CON INT wis CHA 
7 (-2) 16(4+3) 15 (42) 14(42) 12 (+1) 17 (43) 


Saving Throws Wis +5, Cha +7 

Skills History +5, Intimidation +6 

Damage Resistances acid, fire, lightning, thunder; bludgeoning, 
piercing, and slashing from nonmagical attacks 

Damage Immunities cold, necrotic, poison 

Condition Immunities charmed, exhaustion, frightened, grappled, 
paralyzed, petrified, poisoned, prone, restrained 

Senses darkvision 60 ft., passive Perception 12 

Languages Common, Draconic 


Challenge 8 (1,800 XP) Proficiency Bonus +2 


Ethereal Sight. Wilfred can see 60 feet into the Ethereal Plane when 
he is on the Material Plane, and vice versa. 


Gravebound. Wilfred can’t leave the grounds of Gryphon Hill unless he 
is possessing a living humanoid. If he is expelled from the humanoid, he is 
teleported back to the House on Gryphon Hill after 1 minute, unless he 
uses a bonus action to teleport there early. 


Incorporeal Movement. Wilfred can move through other creatures 
and objects as if they were difficult terrain. He takes 5 (1d10) force 
damage if he ends his turn inside an object. 


Legendary Resistance (2/Day). If Wilfred fails a saving throw, he 
can choose to succeed instead. 


Lord of the Dead. Any incorporeal undead that enters within 1 mile 
of Wilfred must make a DC 15 Charisma saving throw or become 
enslaved to his will. The undead must obey Wilfred’s commands. An 
undead that succeeds on this saving throw is immune to this feature 
for 24 hours. An undead that fails its saving throw can repeat the 
saving throw once every 7 days, freeing themself from Wilfred’s will 
ona success. 


Nipping at the Nectar of Life. Whenever he reduces a humanoid to 0 
hit points, Wilfred gains 20 hit points and gains advantage on all saving 
throws he makes until the start of his next turn. 


Actions 


Withering Touch. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
target. Hit: 18 (4d6 + 4) necrotic damage. 


Etherealness. Wilfred enters the Ethereal Plane from the Material 
Plane, or vice versa. He is visible on the Material Plane while he is in 
the Border Ethereal, and vice versa, yet he can’t affect or be affected 
by anything on the other plane. 


Horrifying Visage. Each non-undead creature within 60 feet of 
Wilfred that can see him must succeed on a DC 15 Wisdom saving 
throw or be frightened for 1 minute. If the save fails by 5 or more, the 
target also ages 1d4 x 10 years (relative to its lifespan). A frightened 
target can repeat the saving throw at the end of each of its turns, 
ending the frightened condition on itself on a success. If a target’s 
saving throw is successful or the effect ends for it, the target is 
immune to Wilfred’s Horrifying Visage for the next 24 hours. The 
aging effect can be reversed with a greater restoration spell, but only 
within 24 hours of it occurring. 


Possession (Recharge 6). One humanoid that Wilfred can see 
within 5 feet of him must succeed on a DC 15 Charisma saving throw 
or be possessed by Wilfred; Wilfred then disappears, and the target is 
incapacitated and loses control of its body. Wilfred now controls the 
body but doesn’t deprive the target of awareness. Wilfred can’t be 
targeted by any attack, spell, or other effect, except ones that turn 
undead, and he retains his alignment, Intelligence, Wisdom, Charisma, 
and immunity to being charmed and frightened. He otherwise uses 
the possessed target’s statistics, but doesn’t gain access to the target’s 
knowledge, class features, or proficiencies. 

The possession lasts until the body drops to 0 hit points, Wilfred 
ends it as a bonus action, or Wilfred is turned or forced out by an effect 
like the dispel evil and good spell. When the possession ends, Wilfred 
reappears in an unoccupied space within 5 feet of the body. The target 
is immune to this ghost’s Possession for 24 hours after succeeding on 
the saving throw or after the possession ends. 


Puppet Master (1/Day). Wilfred targets up to four humanoids or 
incorporeal undead within 60 feet of him that he can see. Each target must 
make a DC 15 Charisma saving throw. On a failed save, Wilfred can force 

a creature to use their reaction to move up to their speed and make one 
weapon attack against creatures of Wilfred’s choice that he can see. 


Legendary Actions 


Wilfred can take 3 legendary actions, choosing from the options 
below. Only one legendary action can be used at a time and only at 
the end of another creature’s turn. Wilfred regains spent legendary 
actions at the start of his turn. 


Undermine Life. Wilfred targets a creature that is within 30 feet of him 
that he can see. The target must succeed on a DC 15 Charisma saving 
throw or suffer disadvantage on Death saving throws and Constitution 
saving throws for the next minute. The target can repeat its saving throw 
at the end of its turns, ending this effect on a success. 


Command Spirit (Costs 2 Actions). Wilfred targets one allied 
incorporeal undead he can see within 30 feet of him. If the target can 
see and hear Wilfred, the target can make one attack as a reaction and 
gains advantage on the attack roll. 


Draw Nourishment (Costs 3 Actions). Wilfred draws nourishment from 
the living. He gains 1d6 temporary hit points for each humanoid within 10 
feet of him that has 1 or more hit points, adding the total together. 


LAIR ACTIONS 


Wilfred Godefroy can use lair actions while in the House on Gryphon Hill as long as he isn’t incapacitated. The DC for saving 
throws imposed by these lair actions are determined by his statistics: DC 14 at Tier | and DC 15 at Tier II. On initiative count 
20 (losing initiative ties), Wilfred can take one of the lair action options below, or forgo using any of them in that round. 


e Wilfred targets any number of doors and windows in the house, causing each one to either open or close as he wishes. 
Closed doors can be magically locked (needing a successful DC 20 Strength check to force open) until Wilfred chooses to 
end the effect, or until Wilfred uses this lair action again. 

e Wilfred changes the weather surrounding Gryphon Hill as if by a control weather spell. 

e Wilfred lights or extinguishes any number of light sources in the house as he wishes. Extinguished light sources can't be lit 
until Wilfred chooses to end the effect. 

e Wilfred casts phantasmal force (no components required) on any number of creatures he can see within 60 feet of him. 
While maintaining concentration on this effect, Wilfred can't take other lair actions. If a target succeeds on the saving 
throw or if the effect ends, the target is immune to Wilfred’s phantasmal force lair action for the next 24 hours, although 


such a creature can choose to be affected. 60 


